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so FERITURED INSIDE THIS ISSUE: 


BRAIN STRAIN 


KEY DEVELOPERS LOOK BACK AND 
UNRAVEL THE HISTORY OF PUZZLE GAMES 
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THE STORY OF A COMMUNITY MOD 
& THAT BECAME A SMASH-HIT 
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The world's first endless action RPG 





“just plain exceptionally good” 
148 Apps 


“Give this a shot immediately” 
Destructoid 





“absolutely top-notch virtual controls” 
É toucharcade 
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DARRAN JONES 


I'm going for Tetris DS. It 
marries the classic design of 
the original with new modes 
and Nintendo characters. It's 
brilliant fun. 

Expertise: 

Juggling a beautiful wife, two 
gorgeous girls and an award- 
winning magazine 

Currently playing: 
Shadowrun Returns 
Favourite game of all time: 
Strider 





JASON KELK 


Sensitive on the COM; it's 
frustratingly addictive and has 
stolen far too many hours 
from mel! 

Expertise: 

Being a homebrew hero 
Currently playing: 

Uridium 2 (Amiga) 

Favourite game of all time: 
IO 





DAVID CROOKES 


| was a particular fan of 
Puzznic. It lent a nice spin to 
the matching tile sub-genre. 
Expertise: 

All things Amstrad CPC, Dizzy, 
Atari Lynx 

Currently playing: 

Grand Theft Auto |ll 

Favourite game of all time: 
Broken Sword 


PAUL DRURY 


| love the brain-mangling 
beauty of Echochrome and 
Echoshift. They gently bend 
your thinking into some very 
strange shapes. 

Expertise: 
Motion-capturing puppets 
Currently playing: 

Game & Wario 

Favourite game of all time: 
Sheep In Space 





JOHN 
SZCZEPANIAK 


There are hundreds of puzzle 
games and we're only allowed 
one? OK, Catrap on the Game 
Boy, aka Pitman. The designer 
and his wife invited me to 
their home! 

Expertise: 

Japanese games 

Currently playing: 

Writing a book 

Favourite game of all time: 
Star Control 2 





IAIN LEE 


Tetris. It's an obvious answer 
but it's just so perfect. 
Expertise: 

Pretending to be an American 
on Xbox Live 

Currently Playing: 

Halo 4 

Favourite game of all time: 
Elite (the BBC B version) 


PAUL DAVIES 


Panel De Pon! It was re- 
released as Pokemon Puzzle or 
something, but I'll always love 
the original for getting everyone 
hooked despite featuring lots of 
pastel colours and little fairies! 
Expertise: 

Banging my head against a 
brick wall 

Currently playing: 

Halo 4 

Favourite game of all time: 
Ghouls “N Ghosts 





MARTYN 
CARROLL 

Has to be Puzzle Bobble. I'm 
pretty sure | have a version for 
every console | own. 
Expertise: 

Games that blipped and buzzed 
Currently playing: 

The Starship Damrey 
Favourite game of all time: 
Jet Set Willy 





RICHARD 
BURTON 

| played the sliding puzzler Split 
Personalities endlessly on the 
Spectrum and Amstrad. It feels 
even more retro now with the 
Thatcher, Reagan, Sir Clive and 
Alan Sugar puzzles... 
Expertise: 

Spectrum and Amstrad gaming 
Currently playing: 

Slap Fight 

Favourite game of all time: 
Manic Miner 
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omething interesting happened 
this month. | was listening to 
people in the office talking about 
old games when Atari's Jaguar 
came up. Immediately | began hearing the usual 
stories about the console from those involved. 
The first thing | thought was: “I'm really old”. 
The second thing | realsed was that some 
of them were between five and ten when the 
machine was launched, and not all of them had 
played on one. Fortunately, | happened to have a 
Jaguar under my desk (don't ask why, | just do), 
so when | heard one person complaining about 
how uncomtortable the controller was, | vvas able 
to show them that this wasn't actually the case. 
It's interesting, because It makes you 
question how many people form opinions from 
what they've read as opposed to their own 
experiences, and highlights how important 
magazines like Retro Gamer are and why they 
need to do things properly. VVere sometimes 
accused of creating revisionist history and painting 
certain consoles and companies In a more 
favourable light — something | don't believe we do. 
What | do believe though, Is that some 
consoles, like the Jaguar, have got a raw deal 
over the years and it's time to put that nght. Im 
not going to lie to you and say it's the best 
console you've never played, 
but | will say that you should 
reconsider your opinion on It 
going forward. 


Enjoy the magazine, 








>> Load 119 Breathing new life into classic games 










EH TURCO 


36 Classic Moments 
Castle Of Illusion 
Starring Mickey Mouse 
We relive some of the greatest 
moments from Segas hit platformer 


38 Brain Strain: A Bluffer's 
Guide To Puzzle Games 
Alexey Pajitnov, Peter Liepa and other 
puzzle developers run us through the 
history of this mind-bending genre 


46 The Making Of 
Deactivators 
Behind the scenes of the 8-bit bomb- 
detonating puzzler 


48 Top 25 SNES Games 


Readers reveal their favourite games 
for Nintendo 16-bit console. How 
many have you completed? 


4 Power Up: 
Spectrum 128K 
Martyn Carrollexplains why Sinclair's 
128K upgrade was a big improvement 
for gamers 


62 From The Archives 
Zepplin Games 
The Gateshead publisher, still going 
strong after 25 years 


70 The History Of 
Cannon Fodder 
Jon Hare talks about the original game 
and his canned threequel, while Stuart 
Campbell recalls Cannon Fodder 2 


88 Minority Report 
A bunch of weird and quirky platform 
games to play, courtesy of Rory Milne 


RETRO ReviVALS 


60 af=ligieto LEVAS 
Darran returns to this classic Atari 8-bit release 
from Synapse Software and stillfinds it great fun 





































96 cai ld Eis PRESpAnI 
The classy music game from Masaya Matsuura that 
kick-started the rhythm action genre 
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Warren Davies explains how a foul-mouthed 
oddity became an unlikely celebrity 


28 TEDDY LEE 
After falling in love with 
Rogue Legacythis 
month, we decided to 
speak to Teddy about its 
creation, the popularity 
of PC games and his 
gaming heroes. 

























90 SANDY WHITE 
The creator of Ant Attack, 
Zombie Zombie and |, Of The 
Mask on isometric gaming, 
modding his Spectrum, 
feminism in games and his 
fourth game that he never 
managedto finish. 
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Discover how Minh Le and Jesse 
Cliffe created their hit PC mod 








“To Atar Jaguar 
2U years on 


Two decades on, we decide to 
re-examine Atari's ill-fated console 


E 30 Super 
E Castlevania |V « 


Masahiro Ueno exclusively reveals the | 
creation of his macabre masterpiece j 


ei 


18 RICHARD SCARRY'S 
BUSYTOWN 

Retro Gamer reader Ryan Davies 
explains why you should investigate this 
Mega Drive curiosity. 








>> The big 
e news this 
tea) month is 
sa the recent 
Do acquisition of a 
large number 
of classic Amiga games for a 
staggering $500,000. We also 
speak to Brandon Cobb about 
the return of some classic 
Mega Drive RPGs and look 
at the incoming PC update of 
Castlevania: Lords Of Shadow 


ENO NSE=NRES 


o AMIGA CLASSICS TO 
HIT MOBILE DEVICES 


Eric Mitchelland Patrick Roberts discuss their 
Rjo/0/0H0/0/0PAYa aifo Fe fo [c3=] 


IAIN LEE 


Our regular columnist learns that not allretro 
classics age gracefully 


OA ERLVNDE 


Allthe latest retro news, from Mega Drive 
remakes to Castlevania: Lords Of Shadow 
D/i/ggr=jtc] nto li/0)A) 


+12 PAUL DAVIES 
The ex-editor of C&VG explains why he'll 
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over waggle 


15 DIARY 


Allthe latest gaming news, from the past and 
for the future 














































» [Amiga] Cinemaware is another company that will have its 
titles redistributed under the Amiga Games Inc umbrella. 
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>GIVE US TUO MINUTES AND WELL GIVE YOU THE RETRO JORLD 


AMIGA CLASSICS TO 
IT MOBILE DEVICES 


AMIGA GAMES INC TALKS EXCLUSIVELY ABOUT 


BRINGING 16-BIT CLASSICS TO HANDHELDS 


he gaming community 

was rocked recently 

by the revelation that 

distribution company 
Writer's Group Film had acquired 
Amiga Games Inc for $500,000. 
The huge deal has already set the 
Amiga community alight, with some 
wondering what games are included 
and how they could be acquired due 
to the numerous licenses involved. 
The rights remain with the original 
copyright owners, with Amiga Games 
Inc simply redistributing 
classic games. Ve were 
lucky enough to sit 
down with Eric Mitchell, 
CEO Writer's Group Film 
Corp and Pat Roberts, 
interim president and 
COO of Amiga Games 
Inc, to find out what the 
deal means for retro fans. 


How did Writer's Group get 
involved with this acquisition? 
Eric Mitchell: Through Pat, who 
I've known for a long time, we saw 
the opportunity to basically take 
Amiga games and put them back 
out there on handheld devices etc. 
The opportunity exists because 


[Amiga] Eye Of The Beholder 
Ilis another game that's perfect 
for touchscreens. 


obviously there's a past with Amiga 
and this was a way to provide funding 
for these games and get them out 
there on these devices and on these 
platforms. Without going into too 
much detail, Amiga licenced the 
games for specific use on handheld 
devices etc and we are going to take 
those games, port them to different 
devices and pay Amiga a royalty In 
doing so. Amiga Games Inc is set up 
solely for that purpose. It's not taking 
the games and using them for every 


Our goal is to work with 
the publishers to put these 


games out 


Patrick Roberts 


different output, It's just solely for 
handheld devices, tablets etc. 


How will this affect the games 

being sold by Amiga Inc? 

Patrick Roberts: All the operations 

that Amiga Inc had in the republishing 

of the Amiga games; preserving the 

legacy of Amiga content is going to 
rest wyrtér 
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Amiga Games Inc. So, the Blackberry 
releases and the current ones that are 
out there and any other channels that 
Amiga Inc were using to bring content 
to new devices — all of that is going to 
be under the umbrella 
of Amiga Games Inc. 
As far as software goes 
they're still working on 
stuff using operating 
systems and we're 
specifically dealing with 
the classic games. 





Will they be distributed through 
current Amiga emulators? 

PR: No. A few people have done this 
with their own games, but there's 
not really a channel for distribution 
where you have the licensed titles. 
All the titles we're going to be putting 
out are licensed from the rights 
holders. They're not ROMS that 
we've grabbed from somewhere, 


we actually license them from the 


publishers that own them. 


So they're not just ADF files then? 
PR: [Laughs] | don't like getting sued 
and | dont like to speak for Eric, but 
['m pretty sure he feels the same way. 
Eric especially has worked in content 
distribution for about 22 years, so our 
goal is to work with the publishers to 
put these games out, license them 
correctly and make sure everything is 
legally in place for us to be able to do 
that and pay royalties too. The people 
who own the rights deserve to get 
paid for the release. 






So the games are still owned by 
the original companies and you've 
bought rights to be able to license 
certain versions of those games. 
PR: That's correct. 


Some are concerned that this is a 
legal minefield. What can you say 
to put their minds at rest? 

PR: My history and Eric's history in 
the entertainment industry has all 
been around dealing with content and 
creating content. | worked for Disney 
and | worked for Dreamworks. The 
reason | got paid by those companies 
is because they could sell their content 
and make money off their content. It's 
ingrained in our culture in Hollywood 
that you have to pay for your content. 


Are the two industries similar? 
EM: | think [they're] quite similar. 

Ive spent a good 20 years working 

in the movie business and the most 
important thing when you move 
forward with a project, or finance a 
project, is making sure you've secured 
a chain of title to whatever the IP is 
that you're working on. There has to 
be not only a paper trail, but a correct 
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What's included? 


2> Here's a selection of 


the 200-strong titles 
Amiga Games Inc plan 
to distribute across 
mobile platforms 
m Eye Of The Beholder, Eye Of 
The Beholder II 
(Westwood Associates) (EA) 
E Valhalla trilogy (Vulcan) 
Em kt Came From The Desert 
(Cinemaware) 
m Rocket Ranger 
(Cinemaware) 
E Xenon, Xenon 2: Megablast 
(Bitmap Brothers) 
E Gods (Bitmap Brothers) 
m Battle Chess 
(Electronic Arts) 
E Desert Strike 
(Electronic Arts) 
E PGA Tour Golf 
(Electronic Arts) 
E Turrican trilogy (Factor 5) 
m Super Cars, Super Cars 2 
(Gremlin Graphics) 
E Deflektor (Gremlin Graphics) 
E Zool, Zool 2 
(Gremlin Graphics) 
E Alien Breed: Tower Assault 
(Team 17) 
E Assassin (Team 17) 


[Amiga] We can see games like Super Cars 2 
being well suited to touch controls. 














paper trail where everyone that has a 
stake In the IP gets rewarded. 


Will these be enhanced versions? 
PR: VVe'll be doing certain 
enhancements that are outside the 
game content itself. Our license right 
now with the publishers allows us to 
put the game out as it is, as the original. 
| dont want to say that we won't do 
anything In the future, but we'll be doing 
things like graphics filtering to improve 
the graphics quality and audio filtering 
to improve the audio quality. VVe'l 

also be trying to integrate some of the 
technologies that have come up in the 
last 20 years, as a wrapper to provide 
the best gaming experience that we 
can. If we can Integrate things like high 
score tables that are networked across 
users or across the platforms we're 
going to try and do that kind of stuff. 
We want a retro gaming experience, 
but modemnise [the games] in a way 
that enhances the experience. 


How do you select the games that 
you want? 

PR: To start off, It was a case of “these 
are the publishers who are most open 
to licensing their titles for retro gaming. 
So that's why they're on the list. We 
are trying to license more libraries 

as well. Some publishers... no one's 
said no but certain publishers may not 
know where the rights lie with their 
libraries, or it's just not as important to 
them as they're concentrating on other 
platforms. | got lucky because two of 
my favourite titles are actually in that 
list, so Iím looking forward to playing 
those again on my tablet. 


VISIT TO HAVE YOUR SAY 


“Why no Lemmings? Is | 


| >> From the 
forum: What 
do readers 
think of the 
buyout? 
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it a license issue? That's 
a shame as itis one of 
my fave puzzle games 
of alltime. The original 
and not the sequel” 


DoraemonTheCat 


“they build in Moga 
Pro support, release 
on Android, do decent 
conversions and don't 
charge too much... 
| might be interested! 
Otherwise I'll just stick 


to emulating” 
Prof Mango B Coconut 





“Half a million is a lot of 
money to shell out for 20 
year old games, many 
of which I'm sure lots of 
people willnever have 
heard of. 

It's a big gamble, but 

| hope it pays off. Will 
be great for anew 
generation of gamers 
to enjoy retro classics” 


Paranoid Marvin 
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Pole position no longer 


f you are reading this then we share a 

common sense of what is right and good - old 

videogames. There is a chance that you are 

also a fan of obscure late-Nineties comedians 
but, let's be honest, it's unlikely. 

| have a soft spot for all old videogames, the 
look, the feel of the controls, the sound. A lot of 
them actually stand the test of time — all down to 
the gameplay. They can look ropey, but are still 
as playable as they were 20 years ago. Some, 
though, are complete and utter guff and offer 
nothing but disappointment and a hollow sense 
of ennui as you replay them and realise your 
childhood was based on nothing but hollow 
dreams and ashes. 

Pole Position was one of my favourite games 
as a kid. | loved the arcade version. At the time, 
| considered it the pinnacle of motor racing 
simulators. | had it on my BBC, and even though 
It was a pretty poor conversion, | still thought 


Here's the bio... 

lain Lee has been a fervent gamer since he was tiny. And that was a long time ago. In 
between playing computer games and collecting crap from eBay, he has presented 
Channel 4's The 11 O'Clock Show and Rise, and currently does bits of stand-up as well 
as presenting the 2 Hour Long Late Night Radio Show on Absolute Radio at 11pm. 


Hi there, my names lain Lee. You 
might remember me from Thumb 
Bandits, The 11 OClock Show and 
Absolute Radio, but now Im here to 


confess my love for retro 


it was wonderful. My brain did that thing that 
kids seem to do quite well and filled in the gaps, 
bringing the home micro version up to the 
standard of the arcade cab. 

| was so into it, | even managed to endure the 
Pole Position cartoon. | can remember nothing 
about this show at all, apart from the catchy 
theme tune that every now and then pops up as 
an earworm and drives me completely mad. I'm 
guessing it was some kids that drove fast cars 
and... maybe... solved crimes? Did they solve 
crimes? There was probably a talking dog or a 
robot as well*. 

Anyway, a quick game on Pole Position 
recently broke my heart. It is shit. There are no 
redeeming features. It's slow and sluggish, the 
movement is jerky, the explosions are laughable, 
the sound is pony. Now, most of these things 
don't necessarily mean a game is going to be no 
good. But, what really sets it into the category 
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of “File Under Stinker” is the fact that it's just 
so dull. You'll get no enjoyment or sense of 
achievement from playing it. 

How on earth did the young me derive any 
pleasure from this tepid excuse for a game? And 
how did it become a worldwide phenomenon? 
They must have put something in the water. The 
Eighties were a crazy time. The thing is, | know 
there are some of you reading this who have 
gone back to some of the games you thought 
were wonderful in your youth and simply cannot 
see what the attraction was. If that's you, do let 
me know what they are: iainWiainlee.com is my 
virtual address. 






*| just Googled it. They did solve crimes and, 
while they didn't have robots, the cars — Roadie 
and Wheels — could talk. Actually, it looks pretty 
good. I'm off to YouTube to fall down the rabbit 
hole for an afternoon. 
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> EVERYTHING THAT'S BEEN HAPPENING 
IN THE WORLD OF RETRO THIS MONTH 


MEGA DRIVE < 
GEMS GO PC 


f you're fans of Sega's Mega 
Drive you may recall Super 
Fighter Team releasing three 
homebrew games for the 
popular system. Beggar Prince 
was released in 2006 Tor the 16-bit 
console, and was effectively an 
English translation of a Chinese RPG 
that had first been released in 1996. 
After the success of Beggar Prince, 
Super Fighter Team released Legend 
Of Wukong in 2008. lts most recent 
Mega Drive release was 2011's Star 
Odyssey. Originally known as Blue 


b 
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RPG Trifecta Pack, meaning that the 
games will be digital downloads. 

“So many people have written in to 
request digital download versions that 
I've lost count,” begins Super Fighter 
Team's Brandon Cobb. “As | think 
everyone knows by now, I'm what you 
could call a 'purist' in that | feel it's best 
to play console games on the console 
itself, not via emulation. But forcing 
my preferences on everyone else has 
limited the exposure of these games, 
which is contradictory to my original 
goal of sharing them with the largest 
possible audience.” 

The RPG Trifecta Pack is the result 
and should be available for purchase 


Almanac, it vvas a Japanese exclusive 
RPG that was given a Western 
localisation by Super Fighter Team. 

All three titles proved to be extremely 
popular at the time and boxed copies 
of them will often sell on auction sites 
for three figure sums, making them 
quite an expensive proposition. That's 
now changed however, because Super 
Fighter Team is making all three games 
available to PC and Mac owners, 
meaning that even more gamers will 
gain access to these quirky RPGs. 
There will be no physical versions of the 









» [Mega Drive] Beggar Prince proved | Coyote 


to be extremely popular, so it's great to 







see it reaching a larger audience now. HI nte nd 
SPLEIÊ now. There are no additional extras 
Mushroom h eu 
de owever, with Brandon telling us: “The 
Fiend 9 Lá 





anta: are direct adaptations of our cartridge 


à ra x: | | = mi | releases, which can be played using a 
“arado | keyboard or gamepad.” We were keen 
do El: ” dis | to know If Brandon was concerned 


that the release would upset those 

who bought the more expensive 
originais, but he doesn't feel that will 

be a problem, telling us: “No. | think, If 
anything, it upsets those who haven't 
had the opportunity to purchase the 
physical copies — something we hope to 
remedy in the future by manufacturing 
more of them.” 
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GOES 3D 


ega continue to delight 

and frustrate us, by 

announcing classic 

3D treatments of past 
classics, then refusing to release 






them outside of Japan. So far, 


Sega has released Altered Beast, 
Sonic The Hedgehog, Super Hang- 
On and Space Harrier and has just 
announced Galaxy Force lland Ecco 
The Dolphin. The official site also 
teases two additional games, which 
we're hoping are OutRun and After 
Burner. Priced at 600 yen (£4), the 
games have been overhauled to take 
full advantage of the 3DS's 16:9 
screen and 30 capabsitas 

Quite very Sega won't 

retease them outsida 

of Japan remains a 

mystery, as we're 

sure they'd sell 

like proverbial 

hot cakes. 










ecmo Koei recently revealed 

a new version of its popular 

fighting franchise. Dead Or Alive 5 

Ultimate features all the additional 
content from the Vita's Plus version of 
the game as well as additional bonuses. 
New characters — including Ninja Gaiden's 
Momiji — will make their debut, and Team 
Ninja is promising the biggest roster in 
DOA history. Additional moves will be 
added and tag fighting will be enhanced, 
while there will be new locations including 
some from the Ninja Gaiden series. Team 
Ninja is also claiming that this version of 
the game will include the most realistic 
and sensual graphics of any game in the 
series. Take from that what you will... 


CASTLEVANIA 
POWER-UPS 


onami is releasing an 
enhanced PC edition of its 
2010 hit Castlevania: Lords 
Of Shadow at the end of the 
month. Released to tie in with the 






before. Another bonus 15 that the 
Ultimate Edition will include both 
Reverie and Resurrection, the iwrm 
pieces Of downloadabla content that 
were released for the original PS3 and 


[DEAD OR ALIVE 5 GOES ULTIMATE 


» [Xbox 360] The new version aliienersion which was 
















incoming Lords Of Shadow 2, the 
new PC version will improve on the 
original in a great number of ways, 
hopefully making it the definitive 
version of the successful reboot. 

The most important will be that 
the game will now run at a super 
smooth 60 frames per second, which 
should make Castlevania's combat 
even more satisfying to play. It will 
also run in 1080p — the original 
was /20p — which means that the 
impressive visuals of the original 
should look even more dynamic than 


Xbox 360 versions. 

Other improvements include a 
new storyline, additional weapons 
and power-ups, as well as brand new 
Titan battles. The original skirmishes 
with Titans, while enjoyable, felt too 
sparse. Hopefully, the ability to fight 
more behemoths should make them 
feel like a more integral part of the 
core game. The whole package is 
rounded off with trophy integration, 
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brand new locations. Expect a review 
in the next issue. 


[PC] We're already confident 
that this will be the ultimate 
port of Lords Of Shadow. 
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based om the original versionABaRBaSed? So are we. 
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STRIDER 


RETURNS 


ust as we were going to 
press, Capcom revealed 


something so brilliant 

— so astounding - that 
Darran still doesn't believe it's 
true. The unbelievable news? 
Only that a new Strider game will 
be released next year. Capcom 
unveilled the remake/reboot (we're 
not quite sure what it is yet) at 
this year's Comic Con to ecstatic 
cheers. While some are concerned 
about Helix Games' past track 
record, it does seem to have nailed 


the essence of Capcom's ninja 

in the early footage that's been 
released. More news next month, 
providing we can shake Darran out 
of his state of shock. 


VISIT 


Amazing titles on 
greatdigitalmags.com 
























AU About Space 
MPR, Inissue150fAll 
=; About Space, we 
take you on ajourney 
acrossthe icy crust 
+” “+ ofEuropa and delve 
JE * deepinto its interior, 
exploring the secrets ofits strange 
sub-surface oceans and rocky- 
iron core. We also look atnext-gen 
rockets and the ten biggestthings 
in space. 


games”M 
mms Peter Molyneux 
details Godusin this 
issue of games!M, 
whilethere are 
| also exclusives on 
= Batman: Arkham 
Origins, The Division and The 
Sims 4, along with retro features 
on Castlevania, Elite and Eternal 
Darkness. Reviews include DOTA 
2, The Walking Dead: 400 Days, 
Shadowrun Returns and lots more. 


How h Works 
CRT Pr In How kWorks' 
= landmark bOth 
issue we explore 
50 ofthe most 
| “ amazing and 
DES life-changing 
inventions of alltime in a special 
11-page feature. Fromthe 
printing pressto the particle 
accelerator, this feature has it all. 
We also belt-up for a spin inthe 
world's biggestvehicles and visit 
Silicon Valley. 


Apps Magazine 
25 =smu==" This month we 
assemble a 
JE definitive listofthe 
! bestsuperhero 
games, including 
Batman: Arkham 
City Lockdown, 
Avengers Alliance 
and more. We also reviewthe 
iPad editions of XCOM: Enemy 
Unknown, Star VVars: Knights Of 
The Old Republic and Limbo. 


Learn more about 


greatdigitalmags.com 
Imagine Publishing's 
greatdigitalmags.com makes 
iteven easierto buy popular 
magazines like Retro Gamer, 
SciFiNow and How kt Works. 
greatdigitalmags.com is an 
innovative new digital portal that 
offers accessto every magazine 
inthe Imagine Publishing portfolio. 
Regardless ofyourinterests, you'll 
discover plenty oftitlesto suityour 
needs. Giving you instantaccess 
to Zinio and iTunes versions of 
your favourite magazines, this 
means that getting the latest issue 
has never been easier. Head to 
greatdigitalmags.com now. 
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Here's my bio... 

In 1992 | started out on Mean Machines Sega and Nintendo Magazine System. In 1995 
| became editor of C&VG. | led the C&VG website from 1998 until Christmas 2000, 
then | left journalism to be concept design manager at Criterion Games. | returned to 
journalism in 2002 and from 2005 I've been running my own company, Unlikely Hero. 


Hello, retro gamers. My name 
is Paul Davies. | used to be the 
editor of C&VG and have also 
worked on a number of classic 
gaming magazines over the years 
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ou and | are never going to love 

gesture control, because it goes 

against what makes us human. 

Not so much a “pub conversation' 
this, but definitely one for a fizzy pop In the 
park. No matter how hard | try to admire 
the motion-sensing marvels of Kinect and 
PlayStation Eye, something just doesn't add 
up. But | have a very good idea what this 
might be... 

Sure, | grinned the first time | played 
with EyeToy in 20083, those boffins at Sony 
— whatever would they dream up next? 
More recently | have to admit that EyePet 
and Wonderbook are very clever. Kinect 
Adventures and Dance Central for Kinect 
are kind of cool for a couple of nights trying 
to make my missus love Xbox. Somehow 
though, they're not exactly catching fire are 
they? Marketing teams can't even convince 
OAPs to look vaguely interested for Daily 
Mail editorials any more. 

If | might dare to point something out, 
with only a hunch to back this up, the reason 
hands-free gaming Is struggling to catch 
on is because it removes one of the basic 
pleasures of gaming — becoming good with 
our hands. Those of us blessed with our full 
complement of digits have enjoyed making 
the most of them since humans evolved (or 
were zapped into existence, if you're God- 
fearing). Opposable thumbs are the secret to 
our success as a species; our ability to grip 
something and use our fingers to manipulate 
with extraordinary skill. Musicians and 
mechanics alike perform miracles using the 
human-exclusive thumb and fingers setup. 
Gamers too, you may have noticed. 

Muscle memory and manual dexterty 
make gaming absolutely compelling for 





utton 





millions of people. Practice makes perfect, 
or at least performance-ready, and we 

can respect those of us that have attained 

a higher degree of competence when it 
counts. Because buttons matter (something 
Sony was at pains to point out with 
PlayStation Vita in February 2012), we can 
differentiate a good gaming controller from 
a bad one by its ergonomic design, heft 
and tactile feedback according to taste over 
time. The throw of an analogue stick, the 
distance between two of them, dead-zones 
and the speed at which a button returns 

to Its default state... anyway, all of this 
matters and Is Ingralned. 

So how did the Nintendo Wii get everyone 
so fired up? At the time it struck me like 
a magic trick and was so much fun that it 
didn't matter so much that accuracy didn't 
play a crucial part. Somewhere at the back of 
my brain, however, was the nagging thought 
that the experience was unproductive. 

A friend of mine was often fond of 
saying “it is what It is” when confronted 
with something immovable. For gaming, 
the need to connect directly with the 
experience means hands on the controller 
and eyes on the screen. It's a pastime that 
is never going to appeal to everyone but, 
rather like learning a musical instrument or 
practicing a craftsman's skills, It can benefit 
other humans too — such as, you know, 
friends and family. Always good to have a 
proficient gamer on your team! 

From the first ping of the missile in 
Space Invaders to the run-slide-ready 
avwesomeness of Dolphin Diving in Black 
Ops, tactile feedback from games is going 
nowhere for as long as | can see. 

Thank God. 
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Re TRORADAR: PLANNNER 


16 August — 12 September 


'a| Í y 
>>A month of retro events both past and present 
PARAN To (DES: Moeey O Tiefim = 


1983 





23 August 2013 


E WThesSNESis E Saints Row IVis due for 


E py 


É | launched in America its European release on the E Acorn Computers E Gremiin me o. 
with Super Mario Xbox 360 and PlayStation 3. Ea e O ani rasos man pa 
| World and F-Zero. The game has already been product the ts classic platform À EA 
| banned in Australia for being | Electron — at the game Monty On Th - = | 5 





inappropriate. Acorn User Show. The Run. 


| 


27/August 1979 








31-August1997 30 August 27 August1992 

Hid Software's 1987 EH The very first Super E Atari releases its | 

fantasy first-person HH Capcom releases Mario Kart game is first vector graphics 

shooter Hexen || Street Fighter, released for Super coin-op arcade game, | 
complete with Nintendo. the land a spaceship | 


debuts on PC. 






ridiculously huge 


onthemoon' game | 
buttons to mash. | 


Lunar Lander. 












1 September 1982 1 September 1 September 3 September 

E Namco and Atari's 199 200 2013 

racing game Pole Position E Rare releases its EH Much hack and E Blizzard 

makes its debut in the demolition game slash mayhem Entertainment's Diablo 





arcades of Japan. Blast Corps on the ensues with the | Ill,the action role- 
Nintendo 64 in the release of N3: playing game, is due for 
UK and Europe. Ninety-Nine Nights release on the Xbox 360 

bi | and PlayStation 3. 


on the Xbox 360. 
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9 September 6 September 1993 6 September 3 September 

1998 E The Amiga CD32is 1982 1998 

EH The Sega released in the UK and RENT E Kojima and Solid | 
Dreamcast makes underwhelms everyone that Activision and Snake sneak onto | 
its debut with touches it. Itis discontinued o [AVI [o] of=To Wo) DE AVATO| PlayStation with Metal | 
an American just seven months later. Crane, Pitfall! arrives on | 
release. | 





the Atari 2600 console. 
























| 9 September 11 September 

ALI É + dA. | a & Ma 2012 12 
e RR A | | Ce Silhouette Mirage, à DM e E | E Double Dragon September 
Dead Island gets a a sidesscrolling action game Ro po MPE] Neonisreleasedon 2013 
Europeanrelease | «ae a by Treasure, is released hr di ET A PlayStation Network. E Novi ssa of 
on Xbox 360, PS3 RR exclusively in Japan on ihe PE Ad Itisinfluenced bythe E erbrcimednieá 
and PC is m Sega Saturn. a 

the streets. 
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THE LATEST 
NEWS FROM 
MAY 1981 






MAY 1981 — VIC-20 debuts, Red Baron 
crashes, Space Odyssey an oddity, 
Temple Of Apshai starts the Dunjonquest 
and Crush, Crumble and Chomp! begins 
the Epyx monster mash. Richard Burton 

E asks “what's that coming over the hill?' 


fficially released this month 
Á in North America was 
Ê Commodore's VIC-20 home 
m ! A computer. The keenly priced 
A ga machine boasted a professional 
f) keyboard, colour, sound, room 

for expansion and a user-friendly 
BASIC 2.0 operating system. The 
key to any new computer release 
was its software base, and a very 
à promising roster of software 
| houses releasing and developing 
| titles for the VIC-20 seemed to 

have secured a rosy future for 
| Commodore's newest baby. 





» [Arcade] Don't be fooled by the screenshot, Space Odyssey 


People had already glimpsed the 
machine at the 1980 Consumer 
Electronics Show, but its development 
could be traced back another two 
years. It got its name from the Video 
Interface Chip, which Commodore had 
developed for use in the videogames 
console market. Unfortunately, its timing 
coincided with the first inklings that a 
videogames crash was impending, and 
so decided to develop its own reasonably 
priced colour home computer. 

The public took to it immediately and 
it sold rapidly, becoming the first home 
computer to pass the 1 million units sold 
landmark in January 1983. By the time 
the VIC-20 was discontinued in January 
1985 it had shifted over 2.5 million units. 

Japan had already had its version of 
the VIC-20 since June 1980, when the 
renamed VIC-1001 had been launched 





ET 


was a tedious stinker of a game. 





» [Atari 400/800] An early game from 
Automated Simulations, who later became 
Epyx, the monster movie mayhem mash- 
'em-up, Crush, Crumble and Chomp! 


at under $300 — a long-term prerequisite 
of Commodore's Jack Tramiel. The 
American VIC-20 also hit its price point. 

We didn't have to wait too long for the 
UK debut of the VIC-20, as it would take 
centre stage at the three day Commodore 
PET Show commencing on 18 June. 

Atari released its latest coin-op 
game, Red Baron, complete with its 
impressively large cabinet. The first- 
person flight simulator saw you take on 
the role of a World War | fighter pilot 
flying in a bi-plane for the Allied Forces. 
The levels were all pretty samey, with 
your task being to shoot down enemy 
planes, blimps, tanks and buildings during 
alternating ground and airborne phases — 
all while avoiding crashing into the vector 
graphic drawn mountains and dodging 
enemy fire. 

The graphical style was similar to 
Atari's Battlezone, as both games ran on 
virtually the same hardware. Red Baron 
arcade cabinets were often refurbished 
Battlezone cabinets with the Red Baron 
livery stuck on top of the Battlezone 
artwork. Unfortunately, the coin-op just 
didn't engage with gamers and it flopped 
rather badly as a result. 

Taito unvelled its arcade shooter game 
Colony 7, which played like a cross 
between Atari's Missile Command and 
Taito's Space Invaders. The premise of 
Colony 7 was that you must defend said 
colony from an alien attack with two 
large ion laser cannons. You also had an 
ion shield for temporary protection of 
your people and the ominous sounding 
Eradicator Rocket, which was essentially 
a smart bomb that wiped out everything 
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MAY 1981 | 
1 Pac-Man (Namco) | 
2 Phoenix (Centuri) 
| 


3 Missile Command 
(Atari) 


Asteroids Deluxe (Atari) 


Gi 


Battlezone (Atari) 


1 Fruit Machine | 
(Bug-Byte) 


Atom Invaders 
(Bug-Byte) 


3 Demon Dungeon (Micro Power) 


B: 


N 


| 

| 4 Invader Force (Micro Power) 
5 Pinball (Bug-Byte) 
| 

| 

| 


ATARI 2600 RO 


1 Warlords (Atari) 
Pele's Soccer (Atari) 





Dragster (Activision) 


B wON 


Fishing Derby 
(Activision) 


(é 


Missile Command (Atari) 


1 Stand and Deliver 
(Adam And The Ants) 


2 You Drive Me Crazy 
(Shakin' Stevens) 
| 


3 Stars On 45 (Starsound) 
4 Chequered Love (Kim Wilde) 
5 Chi Mai (Ennio Morricone) 









» [Arcade] Despite decent gameplay, Red Baron didn't attract 
new gamers or even old Battlezone fans. 





» The VIC-20 is launched. Just a year and a half later over 1 
million users had succumbed to its charms. 
























on the screen. An unusual feature for 
Colony 7 was that these extra weapons 
and shields could be bought by inserting 
additional coins rather than the usual 
power-ups earned with points/credits 
in-game. 

Sega released Space Odyssey 


| this month with development help 


from Gremitlin Industries. This vertical 

and horizontal shoot-'em-up looked 
interesting enough, with colourful 
graphics and seven varied levels including 
a meteor dodging section. However, 
when the action began and the gameplay 
flowed It was difficult to hide your 
disappointment. Black holes featured 

| prominently, and if you ran over one 


mexer] Of the many scattered throughout the 


vertical levels you would become stuck 
| and open to attack. By that point you 
“didn't really care any more anyway... 

It looked and played like a Scramble 
clone, but the woefully animated graphics 
of the alien ships and abysmal collision 
detection made the game hard work, 
tedious and thankless. 

Newly released for the Atari 400/800 
and Apple Il was Crush, Crumble And 
Chomp! a movie monster game from 
Automated Simulations under its Epyx 
label. It would later ditch its company 
name to take on the much snappier name 
of its Epyx brand. 

Crush, Crumble And Chomp! would 
see you take command of a movie 
monster attacking one of four major 
cities. The game itself was played on a 
scrolling map with simplistic 2D graphics 
and was turn-based, with the main 
objective being to destroy as much of 


MAY WORLD NEWS 


5 May saw the death of Bobby Sands 
at the HM Prison Maze in Northern 
Ireland at the age of 27 while on 
hunger strike. There were five demands 
which prompted the hunger 

strike, including the right not 

to do prison work or wear 

prison uniform. 

Sands was a volunteer 
with the Irish Republican 
Army and also an elected 
Member of Parliament 
for Fermanagh and South 
Tyrone, representing the 
Anti H-Block/Armagh Political Prisoner 
party. However, he died a month after 
being narrowly elected and never got 
the chance to take his seat in the House 
of Commons. 

13 May saw Turkish national Mehmet 
Ali Agca attempt to assassinate Pope 
John Paul Il in St Peter's Square in the 
Vatican. The Pope was shot four times 


the city as possible. There were other 
objectives and, when combined with 
the variety of monsters to play and the 
create your own monster option, Crush, 
Crumble And Chomp! had considerable 
gameplay longevity. 

In 1986, Epyx released a sequel for the 
Apple Il and Commodore 64, The Movie 
Monster Game, which also did well and 
featured new objectives such as rescue, 
escape and destroying landmarks. It was 
also played in a much more arcade style. 

Also available ftom Automated 
Simulations/Epyx this month was the 
RPG Temple Of Apshai for Atari 400/800 
and Apple Il. The game had originally 
been released in 1979 on the TRS-80 and 
had sold very well, so a newly updated 
version was released. Once again, it was 
a resounding success and was converted 
to Commodore 64 and VIC-20 and then, 
later, the Amiga and Atari ST. 

You play the part of an adventurer 
who must battle through a dungeon 
scenario against various monsters while 
collecting treasure and attempting to 
escape. Temple Of Apshai became the 
first game in Epyx's Dunjonquest series, 
which would include expansion games for 
both Temple Of Apshai and the later RPG 
Hellfire Warrior. 

While all of Epyx's RPG releases were 
very heavy on strategy and statistics, it 
was undeniably influential in the early 
years of the genre. It came as no surprise 
that more RPG titles followed, the 
biggest of which was Origin System's 
first release in its Ultima series, The First 
Age Of Darkness, which was due out 
next month... 


suffering severe blood loss. Agca was 
immediately detained, arrested and, In 
July, sentenced to life imprisonment. 
He was later pardoned by the Italian 
president at the personal 
* request of Pope John Paul II. 
May was a good month for 
* music releases. Among some 
- of the choicest aural delights 
' were Magnetic Fields (Jean- 
Michel Jarre), Computer World 
(Kraftwerk), Anthem (Toyah) 
and Tinsel Town Rebellion 
(Frank Zappa). 

29 May saw the world premiere of 
Dead And Buried. The inhabitants of a 
coastal town begin killing tourists and the 
local undertaker disposes of the bodies 
— until they start coming back to life! It 
featured Jack Albertson (Grandpa Joe in 
Willy VVonka And The Chocolate Factory) 
and Robert Englund (A Nightmare On 
Elm Street's Freddie Kruegen). 





THIS MONTH IN... 
ANALOG 


A preview of Atari's Missile 
Command conversion to the 
Atari 8-bit family of computers 
was featured favourably. Despite 
there being just one missile base 
— rather than the 
three of the arcade 
coin-op — the 
conversion was 
adequate, with 
good gameplay 
despite its 
disappointing 
graphics output. 


SOFTSIDE 


Probably the most quirky left-field 
computer magazine cover ever 
was this oddball from Softside. A 
type-in listing fora TRS-80 dairy 
farming simulation 
did feature inside, 
but did that 
warrant putting a 
herd of Friesian 
Cows on the 
cover? As the 
magazine itself 
put It, an 
“udder delight”. 


BYTE 


Another odd cover, in as much 
as there was no wording other 
than the magazine name and 
the Software Piracy article title. 
The series of articles inside 
delved into the na 
age-old software 
piracy problem and 
debated different 
aspects including 
back-up coples and = 
software libraries, : 
all with no 
apparent solution. 


» [Arcade] Take a splash of Missile Command, a 
pinch of Space Invaders, mix well and you have 
Colony 7. Add gameplay to taste... 
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JUNE 1996 — the N64 finally arrives, 
gamers feel the Force of Shadows 

| Of The Empire, Lara Croft goes tomb 
raiding, Soviet Strike goes red raiding 
and Conrad B Hart goes fading. 
Richard Burton has flashbacks and 
then fades to black... 


fter months of false starts and 
delayed launches Nintendo 
finally released its Nintendo 
64 console - albeit only in 
Japan - on 23 June, with a launch price 
cheaper than both of its two main rivals 
at a competitive $199.99. 

The Japanese launch titles couldn't have 
been much better for showcasing the 
console's abilities — Super Mario 64 and 
Pilotwings 3D. Super Mario 64 did such 
— a good job of promoting the Nintendo 64 
- and lifting sales of the console that the 
| game eventually racked up sales of over 
| 11 million units. The forgotten gamers 
of Europe would have to wait until 

March 1997 for their Nintendo 64 
official release. 
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T NEW 
FROM JUNE 1996 





LucasArts gave us another reason 
to shell out for a Nintendo 64, with a 
development update regarding its hotly 
anticipated new Star VVars game, Shadows 
Of The Empire. 

The first/third-person shooter would see 
you play the part of smuggler Dash Rendar. 
He must rescue Princess Leia from the 
evil Prince Xizor, head of the Black Sun 
criminal syndicate, who also fancies wiping 
out Darth Vader and replacing him at the 
Emperor's side as a Sith Lord. 

The large 3D levels were detailed 
and varied, ranging from the snowy 
wastelands of Hoth battling AT-ATs in 
a snowspeeder to riding Swoop bikes 
around Mos Eisley. It wasn't all vehicle 
based shooting though, with | EITE- 











» [Nintendo 64] Could Nintendo 
pick a better game to launch 
with its N64 to showcase its 
capabilities? Didn't think so... 


several levels seeing Rendar ditch 
his Outrider ship and embark on foot for 
some up close and personal blasting. 

The variety of levels, the attention to detail 
and the quite superb orchestral soundtrack — 
written specifically for the game — made for 
a decent Star VVars offering. 

There was exciting news from Electronic 
Arts for fans of its Strike series as it detailed 
the future release of Soviet Strike, the 
fourth game in the franchise. The hugely 
successful trio of Desert, Jungle and Urban 
Strike would be a difficult act to follow. 

Your task as the Apache gunship 
pilot was to defeat the armies of the 
Shadowman, an elusive ex-KGB figure 
intent on plundering nuclear warheads from 


| the USSR for smister purposes. 


Soviet Strike was played out across five 


EA | hugo levels, aach split into smaller missions 
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» [Sega Saturn] Guardian Heroes had it all; great graphics, 
sound, gameplay and an engaging narrative. 





nã | o 
MAR The biggest roticeabie difterance was that 


Electronic Arts had dropped the isormetre 
perspective of tha cider games ir favour 01 
arm enhanced verhead vem 

With its lovely graphics, picturesque 
backgrounds, engaging gameplay and 
some wonderfully executed full motion 
video segments, Soviet Strike did well 
in the sales department when it was 
released on PlayStation in November. So 
much so, that Electronic Arts released 
a sequel in what was to be the last in 
















1 X-Men: Children Of The ' 
Atom (Acclaim) 


2 Virtua Cop (Sega) 
3 Sega Rally (Sega) 
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| 1 The Need For Speed 
(Electronic Arts) 


Alien Trilogy (Acclaim) 


























4 WipEout (Psygnosis) 












































2 
3 Magic Carpet ( (Electronic Arts) 
4 


Actua Soccer (Gremlin Graphics) 





1 Star Trek: Deep Space 
Nine: Harbinger (Ocean) 


Dogz (Mindscape) 















































2 
3 Worms: Reinforcements (US Gold) 
4 


Civilization II (Microprose) 





MUSIC 
1 Killing Me Softly (Fugees) 


2 Three Lions (Baddiel & Skinner/ 
Lightning Seeds) 


3 Mysterious Girl (Peter Andre) 
4 Because You Loved Me (Celine Dion) 



































5 Namco Museum Vol 1 (Sony) 


5 Golden Axe: The Duel (Sega) 


JUNE WORLD 
NEWS 


8 to 30 June saw England 
host the tenth European 
Football Championship, with 
anticipation high for the home 
team buoyed by the Baddiel & 
Skinner's Three Lions ringing 
around the terraces. 

Despite high hopes and 
good group results it took a 
penalty shoot-out to defeat 
Spain in the quarter-finals. 

Germany awaited England 
in the semi-final. Alan Shearer 
scored within three minutes, 
Stefan Kuntz equalised shortly 
aftterwards and it remained 
that way until full-time. 

Extra-time saw drama, with 
posts being struck and toes 
inches away from finding a 
Golden Goal winner. Sadly for 
England, the game ended in a 
penalty shoot-out. Two words 
— Gareth Southgate. Gah. 

Germany went on to defeat 
the Czech Republic 2-1 in the 
final with an extra-time Golden 
Goal scored by Oliver Bierhoff. 

Sci-fi shows took a hit 
when two programmes were 
cancelled during June. 

Space: Above And Beyond 
ended after just one 24 
episode series on 2 June. Set 
in 2063, it followed the United 
States Marine Corps Space 
Aviator Cavalry or Wildcards, 
with episodes linked by the 
ongoing Chig War. 

Also meeting its maker 
this month was seaQuest 
DSV. cancelled after three 
series spanning 59 episodes. 
lt starred Roy Scheider as 
Captain Bridger in a series that 
felt like an underwater version 
of Star Trek, based on a high- 
tech submarine. 





» [Nintendo 64] Star Wars comes to the N64 and it's good fun 
too, despite the first level being the best level in the game... 





tha Strica seres, the orminous 
sounding Nuclear Strike. 

Core Design gave a news update on 
Its latest project, a third-person action 
adventure which introduced us to Lara 
Croft, a pistol-toting, pony-tail wearing 
archaeologist with a sassy line in tight tops 
and equally figure hugging shorts. 

In the game, Lara must find the location 
of three artefacts while despatching 
dangerous creatures and solving puzzles 
along the way. The perspective of Tomb 
Raider was realised extremely well, with 
Lara central on the screen with the 
camera following behind her. This was all 
throughout detailed 3D levels in which 
she would need to climb, shoot, jump and 
swim her way to her objective. 

Tomb Raider would be available in 
October for the Sega Saturn and a month 
later for PlayStation and PC, eventually 
becoming a massive hit for its publishers 
Eidos Interactive with sales touching 7 
million units. It also made a celebrity out of 
Lara Croft, with much written about this 
strong female rolemodel breaking new 
ground in videogaming and, conversely, 


THIS MONTH IN... 
MEAN MACHINES SEGA 


Sega was reportedly planning a series of 
Sega World indoor theme parks featuring 
rides based on Its games and 
plenty of coin-op amachines. Pr 
Sites for these parks 
included London, Shanghai 
and Sydney, with smaller 
Sega Parks introduced 

to the not so exotic 
locations of Tamworth 

and VWolverhampton... 








5 Worms (Ocean) 





about how the character was essentially 
pixelated eye candy for hormone ridden 
teenage boys. Either way, Lara Croft and 
Tomb Raider made Eidos a fortune and 
grew into a hugely successful franchise. 
Conrad B Hart was back. After a 
stunning debut in the action/adventure 
plattorm game Flashback by Delphine 
otityare, the long aaetead seque was 
released this month on PlayStaton. Fade 
to Black wasn't simply more of the same, 
the textured 3D polygonal graphics were 
well impiermented with a similar grapfica 
wevport to Tomb Raider — an over the 
shoulder camera position which would 
change depending on your location. 


As a game, Fade To Black was decent. It 


had the right pace for an action adventure 
game with enough puzzles, albeit fairly 
stralghtforward ones, to keep both gaming 


camps happy. The atmospheric tension was 


cranked up and really added to the game, 
helped by a narrative arc that you could 
easily imnmerse yourself in. However, It 
didn't quite match the majesty of Conrad's 
first outing. 





» [PlayStation] If only archaeology was like this on Time Team. 


Could Tony Robinson fight a dinosaur? 


OFFICIAL SEGA SATURN 
MAGAZINE 


lt was a superb month for Saturn gaming 
with an abundance of great titles released 
simultaneously. Delights 
such as Guardian Heroes, In E 
The Hunt, Ultimate Mortal 
Kombat 3, Panzer Dragoon 
Zwel and Destruction 
Derby were out and vying 
for your interest... and 

hard earned folding stuff. 
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5 Dont Stop Movin' (Livin' Joy) 


Good reviews followed, as did good 
sales on the PlayStation. Delphine had 
also planned Nintendo 64 and Sega Saturn 
versions of the game, both of which sadly 
falled to materialise. 

While Saturn gamers may have missed 
out on Fade To Black, they did get a 
superb game this month in the form of 
the excellent Guardian Heroes. It was part 
hack-and-slash game, part RPG and part 
side-scrolling beat-'em-up. 

Developed by Treasure, there were 
several interesting features to the game — 
such as an incredibly diverse story mode 
which you controlled by means of multiple 
game paths. You choose your direction 
and what to do after each level, taking you 
down different routes with new bosses to 
defeat and, ultimately, a different ending. 

Add to this to an excellent six-player 
versus mode, the hidden characters and 
crisply defined graphics and you had quite 
a game. Best of all, it was intuitive and fun 
to play. You would be hard pushed to get 
bored of Guardian Heroes; it was arguably 


one of the best Saturn games ever released. 


» [PlayStation] Soviet Strike continued from where Desert, 
Jungle and Urban Strike left off. Extremely playable. 


AMIGA FORMAT 


Amiga Technologies was sold once again. 
After being purchased by Escom who 
really didnt seem to know what to do with 
it, VisCorp acquired all 
stock, property and 
staff from Escom in 

a $40 million deal. It 
seems VisCorp wanted 
the Amiga's technology 
for interactive TV set- 
top boxes. 
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NOVOTRADE » MEGA DRIVE » 1994 
For someone whose earliest education was based on 
the teachings of Richard Scarry's seminal 1968 book 
What Do People Do All Day? playing this game is the 
equivalent of an 80-year old listening to a load of 
Andrews Sisters music on a bright and shiny CD. Or 
something to do with Star Wars... 

The point is that this game is pure joy in cartridge 
form. From the big splashy title screen with Lowly 
Worm's big smiling head to the little mice playing in the 
park, every moment takes me back to that special place. 
A place where there was still such a thing as 'bed time” 
and popularity was judged on how fast you could run. 

Starting with a great big map of Busytown, you move 
your happy little cursor around and find something to 
do. | headed straight for the harbour — as the double page 
ocean liner cutaway was always my favourite part of the 
book — and | suffered no disappointment whatsoever. 


p=” 
id 
= ==s 
=== 


First, | had to put all the pieces ofthe ship in the right 
place, then drop all the crew members into the right 
rooms and paint the thing! Joy! 

Oh, there's no text either. Everyone talks. Yep, a Mega 
Drive game with full speech. Lots of fun there! If you 
fill someone's drink up too much and it overflows, your 
customer actually asks if you're blind — in the friendliest 
manner possible of course. 

Go to the delivery company, and you get tasked 
with making deliveries around Busytown. The more 
deliveries you make, the busier Busytown becomes — like 
a miniaturized Sim City. All those new things opening up 
have their own little games to play too. 

It's fantastic for kids, what with all the fun activities 
and the lack of hard words to read — but it's also fantastic 
for grown-ups, what with all the fun activities and lack 
of hard words to read. This is definitely where Sonic has 
been going wrong in recent years... 
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e are asking, in the nicest 
possible way, what the 
01H78! O*bert's creators 
were thinking. And what 

kind of person dreams up an impossibly 
cute, expletive-spouting videogame hero? 
“One with a slightly demented sense of 
humour,” laughs Warren Davis. “Among 
my influences growing up were Mad 
Magazine, The Marx Brothers and Don 
Rickles. | enjoyed being irreverent.” 

"| suppose you could say we were 
children of the Sixties, an era when people 
like Lenny Bruce, Jim Morrison and film- 
makers were pushing the boundaries lofl 


A E 
ROUND: 3 


what could be said and depicted in the public 
arena,” observes Jeff Lee, the man who 
first doodled the little fella with the orange 
snout. “Of course In O*bert, we only hinted 
at the coarse language SO commonly used 
by adolescent boys through the word balloon 
and David Thiel's brilliant random chatter.” 

Despite his sweary demeanour and 
aversion to falling off pyramids, O*bert's 
profile seems almost as high as it was three 
decades ago. He's made his way from 
Eighties arcade fame to appearing In the 
recent Disney animated film Wreck-lt Ralph, 
and is up there with Pac-Man and Donkey 
Kong as a vintage gaming icon. And, there 
were other similarities between being chased 
around a maze by neon ghosts, avoiding a 
bad-tempered purple reptile and hopping 
across coloured blocks. 

“ Pac-Man was definitely an influence, às 
far as the structure of the game,” admits 
Warren. “Changing the colours of the pyramid 
is like eating dots. The enemies in O*bert are 
like the ghosts, especially Colly who chases 
after you. Jumping onto discs and retuming 
to the top is like using the tunnel in Pac-Man 
to escape an enemy and get to the other 
side. And you could play the game with just a 
joystick and no buttons.” 

Being able to play one-handed was à 
definite plus point in terms of keeping hold 
of your pint. Jeff, however, confesses that he 
was never much of à Pac-Man fan. A bigger 
inspiration for him was MC Escher, the Dutch 
artist famed for his ingenious optical illusions. 
myhat genius he possessed to make us 
look at the world through another prismy 
Jeff reflects. Another programmer, Kan 
Yabumoto, had noticed Jeff experimenting 
with a pseudo-3D cube pattern on an 








» There were numerous home 
versions of O*bert. 


THE STORY? UF Q*BERT 








The heroes and villains 
of Warren's arcade hit “MA 


» A play field and character 
movement proposal. 





é» Apple computer and decided to adapt a 
mock-up on Gottleb's coin-op hardware. This 
planted the idea for the bare bones of a game 
in W'arren's mind. 

“Seeing the full screen Escher pattern 
that Kan was working on triggered an image 
of a pyramid, simply because that would 
provide a falling object two choices of which 
way to bounce, which required me to learn 
to program randomness,” Warren recalls. “| 
needed some bouncing balls, which required 
me to learn to program gravity. Once I'd 
done that, | set myself the goal of getting a 
player-character hopping around. Then, the 
obvious choice was for the player to have to 
avoid the balls. But beyond that there was 
no plan.” 
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“Ron Waxman, VP of Engineering, had 
a habit of sitting behind programmers after 
hours and watching them work. He was 
doing that with me one night while | was 
hopping the little orange character around 
the screen with balls bouncing and he said, 
What if the tops of the cubes change 
colours when he lands on them? That was 
the moment when the light bulb went off...” 

While Jeff and Ron had hit upon the key 
mechanics of the game, It was Jeff that 
originally came up with O*bert's surreal 
protagonist. “Once | had the balls bouncing 
down the pyramid randomtly, | wanted to 
add a player-character,* remembers Warren. 
“So | came to Jeff and asked if he had any 
lying around that | could use. He showed 


FOUND: 





» [Arcade] Jump on a floating platform 
and you'll return to the start square. 


me a few and | picked the orange one with 
the long nose. Jeff's intention was that this 
character could shoot stuff out of his nose 
[inspiring the bizarre working title Snots And 
Boogers] but that didn't really work for a 
character hopping on a pyramid of cubes. For 
a time there was some pressure from my 
peers who thought shooting out of his nose 
would be cool. And | didn't disagree, | just 
couldn't figure out how to make It work given 
the physics of the pyramid and the way the 
game was evolving.” 


o Jeff's as yet unnamed character 
morphed swiftly from an anti- 
social snot-firing aggressor into a 
cube-hopping pacifist. Thankfully, 
the pair decided to grant the defenceless 
critter another way of thwarting the relentless 
pursuit of his nemesis, Coily the Snake. “At 
the time we had O*bert moving about the 
pyramid, and if he jumped off it, he died. 
We also had Coily chasing after him, but the 
problem was... how does the player defeat 
this enemy? Jeff suggested the hovering 
disks, which would act as an elevator to bring 
O*bert to safety while Coily would follow 
him to his doom... a very elegant and organic 
solution, | thought. The trick in programming 
It vvas to tune how close Coily had to be on 
your tail for this to work. If you jump when 


é6 





THe STORY OF Q*BERT 






» O*Bert's iconic cabinet art still 
looks absolutely striking. 
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Coily is too far away, he's smart enough not 
to follow you off.” 

Adding to O*bert's enemy roll-call are the 
equally annoying Slick and Sam, two impish- 
eyed green blobs that undo all our hero's 
hard work by reverting the colours of any 
pyramid cubes they touch — unless players can 
intercept them while running a merry dance 
around Coily. “| was looking for obstacles to 
challenge the player and having a character 
who undoes what you're trying to accomplish 
seemed like an obvious thing,” says Warren. 
Rounding up the game's line-up of baddies are 
the porcine Ugg and the gremtlin-like Wrong 
Way, a couple of gravity-defying foes who 
climb the pyramid in what appears to be a 
completely different dimensional plane from 
O*bert, just to mess with player's heads. 

“My original game proposal was to allow 
the unnamed hero the ability to shift planes 
and be invulnerable to enemies in the “wrong' 
planes,” Jeff divulges. “That's why Ugg and 
Wrong VVay exist in Escher-esque planar 
gravity. All of that was quite complicated, 
especially from the player control standpoint 
— likely disorienting to the player — and used 
up too many foreground sprites. Warren 
ciscarded mos parbóuiars Of rm Orcaral 
proposal and implemented his cum idees, 
touch Gava the gume 4 simpar elegance 


» [Arcade] You never 
Saw this language on 


Wreck-lt Raloht E on Ls 
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“| was a little resistant because | couldn't 
quite wrap my brain around how to program 
it and do the collision detection,” confesses 
Warren. “But | eventually came around and 
figured it out. This was why | enjoyed my 
collaboration with Jeff so much. He had great 
ideas that sometimes challenged me.” With 
Warren's programming skills bringing Jeff's 
ingeniously bizarre characters to life on the 
distinctive pyramidal playfield, a new and 
unique arcade game had taken shape. It just 
needed a decent name. 

“| added a word balloon, the' Dk?!” 
which in tur inspired [sound engineer] David 
Thiel to generate the wacky gibberish which 
added so much to the character,” Jeff recalls. 
One proposal was that the game might be 
named after fra spaech Dubbia uttarance 
until Ft was realsed that no-one would be 
able to pronounce ft - 





» [Arcade] We've finally 
completed the first stage. 


» [Arcade] Change those cubes 
O*bert, and do it quickly. 








» The original arcade version with 
its expletive-inducing diagonal 
Joystick control system. 
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» [SNES] Playing snake-bait in 0*bert 3. 


pRIver DATE, 


s[SNES] Doe of O*bert3's 





“L had compiled a list of the names for the 
characters,” Jeff continues, “One of the 
suggestions for the main character was 
Cºbert, a combination of CUBE (QUBE) and 
HUBERT. Don't ask me who Hubert is 


“bert has a decided fatal 
difficulty curve, vet gravity- 
influenced death onhy ever a fem 
wrach dedr't go unnoticad Ly Wiarmen, Jeff 
and the rest of the Gotiliob staff. “Ve had 
test cabinets that med put in amcades before 
it went into producton,” says Viamen, “It 
was fascinatirg to watch people play it 
soma peopla mould put in a quarter, hop off 
the pyramid three times in a ro and walk 
away in disgust But the interesting thing was 
that they'd come back later and try agem, 
especialy if someone else was 
plying it and not ing. That was 
wrhem vve ENA WB WVBTE OM 
to something... 
Understandabhy, Viaren spent 
a kt of time twessng Qºbert'a 
gameplay, adding features lives 
tha green enemy-freerng ball and 
having to hop on each bloc 
more than once to 
change them to 
the desired 
colour later 








(a ertoharacil 
ick an 
sketches. "You ca as 
in orange an | E 
E the snake, apre mn 
another plane ofthe pyf 





» Previous 0*bertworld record holder Doris Self 
at CGEUK 2005. She sadly died in 2006 aged 81. 








n tha game. He even loyed vath haang 
the floating discs move, à feature that later 
made ft into an unofficial remixed versiom 
“| seemed that it was t00 hard tor a lot ol 
people, 20 | kept makiro 't easier ha says 
“Once it was released, some peópla cordd 
play it for hours and hours amd | started to 
worry that | made it too easy, vach 15 mural 
prompted me to re-tune fl into what became 
Faster, Harder, More Chalenging O 'bert — 
but Gotilisb decided not to release tal 
When the game was fmalhy urlgashed or 
the public, its arcade puling power became 
evident. Qºbert was sudderhy everynhere, 
his carotiy, goggle-syed visage paerrmg from 
a range of merchandise, from Frsbess tô 
bogrd games, lunch-boxes, matches and, later 
on, his cam TV caricor senes. Gotheb had 
its first and, it would transpere, omiy lit Com- 
op. “| was asked to do a rem O*bert game 
and | passed," says Werer of the mentabla 
sequel, O'berts Qubes. The game was 
sormesadal more complex tam the ongmal, 
ntoducing a Rubik-lke puzde element 
“Another programimer, Nel Bumster, had 
this idea and went for À, lh my blessirg, 
Wiamen continues. "But | tire mfere tha 
original had a nice balance o! reschng to the 
ermirorement and puszie-sotvira, Pe purõe- 
soving aspect of Obert's Uubes may have 
been a Irtte too difficult for most people ” 
Viarmen makes a sound port, as O*bert's 
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»[i0S] The recentiOS remake features 
Q*bert in various new guises, including 
jungle-bert and spaceman-bert 





o Simon Roberts 





OQubes is a very difficult game to grasp. It 
pushes too hard to make something that's 
more puzzley than the original game and, as 
a result, loses the simplistic appeal that made 
O*bert so enjoyable to play. It's a shame, 

as conceptually it's a very sound idea and a 
seemingly natural evolution for the original 
game to take, blending the aforementioned 
Rubik-lke puzzle elements with Tic-Tac-Toe. 
But, ultimately, It just ends up being a little 
too clever for its own good. It can be tricky 
enough just clearing a screen In the original 
game, but when you're contending with 
rotating cubes of different colours, avoiding 
monsters and trying to create a winning line, 
It becomes even more difficult. 

This didn't stop home conversions of both 
games hitting many of the major platforms 
of the time. Warren, while flattered, remains 
slightly sceptical of some. “| remember 
asking Jeff to give me a frame of O*bert 
with knees slightly bent so that, when he 
lands on a cube, he looks like he's absorbing 
the impact a bit,” he says. “It was a very 
subtle effect, but it meant a lot to me. | was 
disappointed that some of the home versions 
neglected to do this.” 

The Super Nintendo was the platform of 
choice for the third official O*bert game, 
the console's powerful 2D hardware offering 
the chance to create an 


its primitive hardware. “Not h 


to play through the arcade garr j 











» [Arcade] O*bert's Qubes 
Was an interesting idea, but 
itwas a little too cleverfor its 
OWn good. A real [OS A 
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impressive batch of over 100 different and 
often spectacularly trippy stages, framed 
by oscillating, kaleidoscopic backgrounds. 
The game was developed by Realtime 
Associates, a California-based company 
formed by a group of ex-Mattel employees 
fronted by Dave Warhol, the coder behind 
the Intellivision classic Thunder Castle. ; 


O O 


O*bert 3 also happens to be the prettiest 
of all of our bouney, profanity-spouting 
hero's outings. Realtime Associates updated 
O*bert, Coily and co with a new, more 
solid “claymation" look, for which Jeff Lee 
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was once again called in to provide design 
and animation. It featured some all-new 
enemies, far-out kaleidoscopic backgrounds 
and a host of colourful new levels layouts, 
which again scrolled as O*bert hopped 
around them. 

“The artists who supplied the background 
graphics were Connie Goldman, Diane 
Piepol and a dashing, pioneering, visionary 
artist ftom Germany named Brummbaer,” 
recalis Dave. “They were given free reign 
to come up with anything odd and cool. It 
was Brummbaer who figured that, by 
rapidly moving a static animation depicting 
different animation states, the entire field 
could be seen to animate. Other images 
were distorted with sine waves perpetuated 
through the horizontal scroll registers. A lot 
of people thought they were distracting and 
would play with the backgrounds off.” 

O*bert 3 was a far bigger game than 
Its successors as well, but that need for 


esparsor craated addoral issues fór the 
sam to solve. Vis also felt, as a segquel, 
should have some more deplh. Becausa 
the orcural craracters Were so raprazandh 
crestiva, 1 vas ditficuit to Come up mt 
Eurngs that fert that they belorgead ir that 
random ia universe, corurues Dave. This 
ras Pot vnthou! Ps dangers. Vva added à 
characier thai looced bee a big Hershey's Kiss 
and thought that «vas pretty cod. As it tumed 
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» [Game Boy Color] Hasbro's Game Boy Color remake 
features a new optional character, O*dina. 
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E German arcade fan Adrian Scheel has amassed a 
mightily impressive collection of Q*bert memorabilia 
over the years and has been generous enough to 
share some of his most treasured items with the 
readers of Retro Gamer. “Almost all the items are 
from the USA," says Adrian. “| especially like the 
plush characters (| always carry one with me when 
on holidays [see Q*bert's Travels boxout]), the frisbee, | 
the fuzzy fun game, the arcade flipper, the Kenner 
figurines, the wind up figure and the Renzi savings 
box (| built myself a nice lamp out of it with Q*bert on 
top of a flying disc).” 

See the entire collection at www.console-picture- 
page.de/catalog/ 





” 





» [SNES] The redesigned characters 
in O*bert 3 were again createdand 
animated by Jeff Lee. 
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As told by Adrian Scheel E | -=—, 
“It must have been around 2006 when | first carried a Q*bert with me, just for fun, 7 a k, 

and | had the idea to take photos of him in front of famous buildings and country- 

typical architecture or nature. Maybe | was inspired by the film Amelie where a 

woman carried a garden dwarf with her and made funny pictures in front of the Eiffel 

Tower, Westminster Abbey and so on. Now | cannot go anywhere outside the country 

without taking him with me... 

“One day, | met Oliver Soehlke (creator of pong.museum.com) while doing an 
interview with some students in the Computerspielemuseum in Berlin. | had Q*bert 
with me that day and Oliver fell in love with the travel idea. So, he created the website, 
and he got a Q*bert and also started traveling with him. Then, some friends and well- 
known collectors like Jens Brinkmann and Jens Klópfel started to hang around and 
travel with their own. The thing is starting to get bigger and bigger and there are funny 
upcoming pictures including Q*bert in the Legendary Dortmunder Westfalenstadion 

soccer stadium... For more globe-trotting Q*berts see: 
Www.q-bert.pongmuseum.com 































» A homeless Q*bert plus Coily and 
chums in Disney's Wreck-lt Ralph. 


| can only imagine what the Japanese 
players thought of that...” 

Although this was the last outing in the 
franchise to be produced by Realtime, Dave 
reveals that there could have been another all- 
new O*bert title in the works after the SNES 
game. “We pitched a side-scroling O*bert 
adventure to a few publishers, where he still 
had the discreet hops,” he tells us, “but were 


cama togetrer m this game nm tamos of the 
talents of the team,” Jeff muses. “The stars 
never did align again in the same way for our 
other games, untortunately. But a little piece 
of work | did many years ago found a happy 
home in the memories of many people.” 
Seeing O*bert in last year's Disney feature 
Wreck-lt Ralph was something that Jeff 
and Warren could proudly show off. “Oh, 


BE never able to get it off the ground. It featured yeah, I've always been granted an iota of 
ABR flat areas mixed in with elevated areas, but it awesomeness among my kids, cousins, 
QT; never made it to prototype.” nieces and nephews and some of their 
IS a ; l . : a n 
Colo ha E —— O*bert's last major gaming outing came friends, no matter how else | annoy them, 
a “Ley Q with the 1999 3D remake by Hasbro, quips Jeff. 
of tha Q ' released for the Playstation, Dreamcast “I don't think it raised my standing with 
“area a “playa e and PC, plus a 2D remake for the Game any family members,” admits Warren. “They 
y " 


Boy Color. Urtorturatehy the home SNCAN Ma as me, rather far the guy who 


console versions drew flak for their mada D“bert. But I'm glad that it 
control systerrs and the rantoduced Qº*bert to a new 
: overcompicatad level gereraton. I've ahyays beaheved 
designs of! “adventure” there was more to the character 


pooh. Thank fulhy 
tha paccage included 
a pixel-pertec! Thanks to Warren Davis, Jeff 
translator o! the Lee, Dave Warhol, Adrian 
orgiral cor-cp classic Seheel, Thorsten Ludwig, Kim 
that put its creators firmky Wikd, Robert Hazelby and Simon 
ir the arcade hall of fame, Roberts. Visit Jeff's site for art 
= Everything just | and O“bert related-goodness: 


| thar mas ever explorsd | still do, 
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This month we've decided to talk to Teddy Lee, the designer 
behind the brilliant new retro roguelike Rogue Legacy 


Who is Teddy Lee? 


Where did the inspiration for Rogue Legacy 
come from? 

Our main source of inspiration was Demon's 
Souls, with Castlevania being a close second. 
Everything else was designed as a way of 
resolving issues we've had with the roguelike 
and RPG genre. We're very mechanically 
driven, so we like to think up solutions to 
gameplay problems and then wrap a thematic 
around them. 


What was the hardest thing to create from 
a technical point of view? 

It's probably the collision system that gave 

us the most headaches. There were all these 
fringe cases where enemies would fall through 
the ground, or other things, which we'd have 
to constantly go back to and try to fix. And, 
oftentimes, a fix for one collision bug would 
result in another appearing or it would undo 
the work on something that was resolved 
prior. So we would frequently have to “fix” the 
same collision bug multiple times. 





Why choose 2D visuals? 

We like 2D. 2D is cool. It's also way cheaper. 
We also have no idea how to do 3D so we just 
stick with what we know. 


Have you been surprised by its success? 
Totes McGoats. The reception for our 
game has been amazing, and we're really 
appreciative of our fans for all the help 
we've gotten by them spreading the word 
and letting their friends know. We literally 
had no marketing budget. Our trailers were 
made by our brother and, like, that was it. 
The YouTube community also helped us 
out immensely. When the game was first 
announced not much press was given. A few 
sites picked it up, like Rock Paper Shotgun, 
Destructoid and Kotaku, but for the most 
part it was the YouTube Let's Players, 
showing off videos of the game to their 
subscribers, that really helped to get Rogue 
Legacy out there. 


Will you be expanding the game by adding 
new areas? 

We don't know yet. When we made this 
game we crommed in as much as we possibly 
could. Literally, we were adding in features 

or fixes up until about three hours before 
launch. We've been working on trying to iron 
out as many bugs for people as possible and 
we've been busy trying to get the ports done 


[PC] Teddy's brother Kenny did the majority 
of development work, with help from Glauber 
E Jotaki (artist) and Gordon McGladdery and 

Judson Cowan (contract musicians). 





TOADSTOOL: Urgh ty! 
Just ignore that idiot! 
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first. So we have a lot of work ahead of us 
before we can think about future content for 
the game. 


What's your favourite game and why? 

My two favourite games are probably Super 
Adoro RPE (SNES) and Braid. Super Mario 
RP because it brought a whole slew of new 
mechanics to a very established genre ond 
ted it into o plotforming system which, | 
think, even the quosi-sequels (Paper Mario, 
Aano & Lurgr etc) have been unable to 
copture. It's also one of the most chorming 
games I've ever played, Álso, Braid because 
it is extremely innovative and the fact that it 
does so many things right and so very, very 
little wrong. 


Why do you think the PC has so many 
diverse games? 

Probably because of the low barrier to entry. 
More accessible platforms will drive more 
creative ideas, especially because everyone's 
generally on a low budget. And, when you 
don't have the money to polish your product, 
you need to rely on the ideas to stand out 
from the crowd. | think that's probably why 
the Flash community makes such creative 
games. Low barrier of entry, low cost, low 
development times and massive competition. 


Which industry developer impresses you 
most and why? 

Edmund McMillen for his creativity and 
development speed, Jonathan Blow for his 
design and standards of quality and Shigeru 
Miyamoto because he creates genres. 
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It heralded the evolution of 
the franchise into 16-bit and 
was a technical showcase for 
the SNES. John Szczepaniak 
speaks with main programmer 
and total director, Jun Furano 
— known by his realname, 
Masahiro Ueno 
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this, as he was often credited as Jun 
Furano. “| used Jun Furano” as Konami did 
not allow us to use real names in game 
credits back then,” reveals Ueno. “I made 
up the name after a Japanese TV drama 
called Kita No Kunikara. It took place in 
Furano, Hokkaido, and Jun was one of the 
main characters.” This fish-out-of-water 
series was very popular in Japan, and 
involved a father taking his two children to 
live in the countryside. 
It was common policy in the old days 
[ato ico No) d=To [ido [=NWíc] To] oT=] foJN O) dio No [o RETO) 
under a nickname. Western fans have 
speculated if it was to prevent 
headhunting — the impression 
being that, in Japan, with 
the “job for life” culture 
at the time, people 
seldom changed 
jobs. “| think it 
was to prevent 
[alste to afUlaelaTo RM 
says Ueno. 





» [SNES] The moody opening 
still gives us the shivers. RS 





“People move more often these days, 
but many of my old friends are still 
with Konami.” 

Unfortunately, this discrepancy with 


' names means that websites aren't always 


|: complete. “MobyGames is missing some 


of the games | worked on,” admits Ueno. 
“Such as Track & Field Ilon the NES, 
Lethal Enforcers for the Mega Drive and 


| many more recent games.” As a fresh 


E E E SO OSS DEE ES DESEN NnnaaE 


university graduate when joining Konami, 
Ueno's first game was an educational 
title for the Famicom Disk System that 
was ultimately cancelled. His second 
game, which was his first to ship, was 
porting Metal Gear from the MSX2 to the 
Famicom in just three months. Changes 


were made at the request of management 
to differentiate the two versions — this 
also due to the limitations of the available 
Mapper chips. It was still an impressive 
achievement, and the game sold copious 
amounts in America. 

Ueno continued to work with the 
Famicom on Japan exclusive games like 
Ganbare Pennant Race! and MADARA. 

In later years, he supervised Konami 
classics such as Contra Ill and Axelay, 
and played an integral role in the 
Lethal Enforcers series (including as an 
actor in the sequel). But, his first 16- 
bit role was Super Castlevania IV — aka 
Akumajo Dracula in Japan — as the 
main programmer, enemy and boss 
programmer, as well as overall director. 

Super Castlevania IV was released in 
October 1991 for the Super Famicom, but 
working out when development started 
requires some detective work. For the 
sake of clarity, hereafter all mainline 
Castlevania games will be referred to 
as CV, followed by their number. “| 
don't recall exactly when we started the 
project,” ponders Ueno, thinking back. 


Describing his thought process, the feeling 


is that it could have been in early 1990, 
but then he has a revelation: “CVlll on the 


Famicom was developed almost in parallel 


with CVIV, by the same people behind CV 
and CVII. We all worked closely with the 
sound team — Konami had the best sound 
team and they really did a great job.” This 
is fascinating for several reasons. Firstly, 
the main team behind CV has never been 
disclosed as the original release featured 
fictional names. It also means that the 
original NES trilogy was developed by lhe 
same core team, while Ueno's team was 
brought in to get to grnips with the new 
Nintendo hardware. 

CViliwas released in Japan on 22 
December 1989, meaning that Usno 
would have had to have started before 
this, possibly using onky proposed design 
specs for the as yet unreleased Super 
Famicom, “You are right,” he concurs. 

ORE ferra 
gm 


» [SNES] Due to strict NOA RM 
rules, these topless statues 

had to be censored before | 
the English release. NEH 





» [SNES] Curiously, statues of vampire : 
hunter Sypha Belnades seem to stand a 1 4 
outside Dracula's castle. [E = 


dos" 
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jj speeifi cotíon documents” 


» [SNES] One mudman becomes two ER 
udmen, and then four, and thendheyal die! ENTRA 


== “a timeline [has to] match.” Ueno adds, 


PANO AV a a40 10] = (O 


O il “CVill was released in late 1989, so the 


| 


think we started CVIV almost as soon as 





| we got the information from Nintendo, so 


we probably started the development of 
| CVIVin 1989. | am not too sure though. | 
was more than 20 years ago!” 


mm ts important to understand the 
E! underlying context of this era. 
E The technological jump from the 
” Famicom to the Super Famicom 
(released November 1990) was massive, 
with more noticeable results than the 





| jumps we see today, How did 1 feel being 


on the cutting edge? “Naturally, we were 
so excited to work on tha new console, 


as we felt we'd dons everything we could 


| do on the Famicom without additional 

| chips inthe cartridge.” 

| another clue that his taam must have 

| begun long before the Super Famicom 

| had actualhy been released. “We started 
with a small R&D team, without actual 
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Uano then reveals 





dev kits. We only had a hard copy of 
specification documents.” 

“The Super Famicom was definitely 
more powerful than the Famicom, 
especially in graphics and sound,” states 
Ueno, “but the CPU is a bit more difficult 
to work with as it's more like a slightly 
faster 8-bit CPU with integrated bank 
registers,” he continues, detailing the 
technical side of SNES development. 
“Unlike modern consoles, we had access 
to all the hardware registers and we had 
to figure out how to use those effectively, 
which | really enjoyed. But, it took us 
some time and experiments to find the 
right ways to use various tricks during 
actual gameplay.” 

CVIV was the ninth release for the 
series — previously, there were three 
mainline Famicom games, unique 
standalone titles for the MSX2 and 
arcades, two Game Boy releases, plus 
a Famicom spin-off featuring Dracula's 
son. Castlevania was obviously important 
for Konami, as Ueno concurs. “The 
expectations were really high, as it was 
already a successful franchise and now 
on the new 'super' hardware. Personally, 
| liked the original CV the most back then. 
Of course, | played them all before we 
Lilare] [PácTo Ria Tc No Fl dcToriTo Ta No) ON AAA 

[O [cla Too) do JU To | VÃO [cToiF- | g=t=RaS IATE | a í=To BO) 
make CVIV a pure action game without 
any RPG elements, similar to the original 
CV” This also brings up overlap with 


|» [SNES] Mode 7 sections like this started outas EER q-a 
experiments, and then Ueno and his team thought REM 
ofhowto add fun gameplay. [EE 
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+ MEDUSA 
| | o. A Ore of the series” most comic enermões - 


appsaring in post aboul every game, and 
based on the Greek legend 0! Perseus In a 
beta video dt seerms that hrs boss appeared 
elighty diemant to the foral mermo 





| - E Your guide to Super Castlevania IV's superb bosses 


sita Cem i—oe——- e um dd 
ro 
E o ad KORANOT 
. et Kricm às Big Stone mn lhe Japanese 
- Tide manual, the golem boss is Ueno's 
ger a personal favourite Ni lirsi appeared in 


Ma? tha Hume Castls arcade game, and 
went on to feature regularly 


” À in the series. 
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- PUWEYXIL » ORPHIC VIPERS Dem dj 
First seen in Super Castlevania |V. e E Hina nm Japan as subo put F 
 Knownin Japan as Death Breath | meaning double-hesded dragon, " 


“1 Head, the English name must be read 





backwards. It features a sprite-jointed a in the earlier PT do Fo , | 
E: tongue, impressive transparencies TP | is Castlevania [ll amd aa nt, “ 
; + — andreal-time damage to E Bodas Dracula-Kim a, PJ Ms no 
the background. E made a returnin Dracula X me nt + =; 
||  p on PC Engine and SNES. o o A 
| a 
| ei a Ri À 
à - Q Mig E lo Í 
n E o R f » - E a a 
, == a Es = E + 
1: Em ns Em: 
* Ts OS aa pm A ad I 
o Rs + DR 
Y THE MONSTER Po Bl dso 4 ZAPFBAT 
Although not named as such, lhvs cone E One o the game's coolest 
| ] boss s unmistakaboy based on lhe Ao bosses Although giani bais 
creature made by Dr Frankenstem as have featured in just about 
| featured in Mary Shelley eporymous every Castlevania game, only in 
A novel À series regular Castlevania IV is one made out of 
“ possessed treasure! 
 AKMODAN II o SLOGRA qa 
Another series veteran appearing = 4 A unique boss created specificalhy À Hr” 
| inmost CVgames, except this time mi for the final section of Castlewanda pras EUA 
1, + he's beengiven a name in the US = IV, and one of the toughest. SA =, 5, 
| "manual, reinforcing his Ancient “ni ” Sogra resembles a pomba ] “a 
| Egyptian heritage. plercdacty. H was Later re-used Er Ses a 
mia O . ke 
à for Symphony Of The Nightand raio e. 
subsequent games. Ra e A 
ii a a 
+ 
o, NR DRACULA 
NET - * The main attraction. Having 
had ta E | said that, the Japanese 
e, series name of 4kumajo 
Fo Dracula actually places more 
emphasis on the Count's 
'demonic castle”, than the 
vampire himself. 
fd 
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some well cured meat hiding in the walls. 


Pé its direct predecessor. He continues, 
“CVillis a great game though. If CVIII 
had [already been released] before we 
started CVIV, | would have followed that 
direction.” The two games definitely share 
some DNA though, notably the twin- 
[a[st= To [To RU NG- nc] dão [g= To To] a do fo ITR Ta (o NEc NM o7= | o T=1O 
appearance by CVlll's Sypha Belnades 
(in statue form), just before entering 
Dracula's castle. 

“Because the team was small,” 
explains Ueno, “everybody was involved 
To talsMo [SÉiTo [a RESTO a Ts To [tro Mor= Ta als ido ag 
creative artists and others were from 
programmers” experiments. The whip 
feature was really a big part of the 
game and it was experimented with 
and implemented by Yaipon. We drew 
maps on paper but | think we changed 
a lot as we iterated the game.” Yaipon, 
also known as Yaiman, was of course 
Mitsuru Yaida, who programmed the 
player's character. He left Konami along 
with others to form Treasure, later 
programming Gunstar Heroes. 

Ueno, meanwihile, was in charge of 
boss programming, so we asked about 
their design and his overall favourite. “| 
came up with rough boss ideas first and 
then [additional] programmers came 
up with more detailed patterns as they 
implemented. We wanted to make earlier 
bosses relatively easy so that the players 
could figure out weak points and effective 
weapons without retrying too many 
times. For some bosses and traps we 
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» [SNI ES] Everything = fine, | untilthe 
red hands in the wall grab you and the 
enemy walks forwards. 














decided to use Mode 7 first, then came up 
with ideas. | like the golem boss, simply 
because it uses Mode 7.” 


asi de MSão [clot-i rc d To Fc ido [Toto Mia Teia Tela 
CVIVis a remake of the original, 
which is controversial since it 
contains so many revolutionary 
elements -— a better example of a 
remake would be Akumajo Dracula 
on the X68000 computer. But what 
does CVIV's director think? “| consider 
CVIV as a remake of the original CVto 
some extent.” But what about all the 
new features, like being able to leap on 
and off of stairs freely? “The original 
CVis a great game, but | felt it was 
a bit too difficult and many players 
got frustrated,” continues Ueno. “The 
changes in the 'stair behaviour” was to 
give more control to the players and 
reduce the frustration. The new whip 
system was to introduce some new 
gameplay that had not been possible on 
the Famicom. We had freedom to make 
many changes, but we wanted to keep 
the game aligned with the original CV.” 
lt wasn't always easy though, as Ueno 
tells us, “Like many other games, we had 
a long crunch time. Making a game on 
new hardware requires so much effort, so 
the crunch time lasted almost six months. 
But, we were so excited to work on the 
game. When the game was completed, as 
15 always tho case, | had mixed fecbngs. | 
was very satisfiad with the fact we finally 
completed the game, but | also wanted 
more time to polish ft” 
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Ueno is a bit unfair on himself though. | 
(o Jar Ta aTii as! [st= efecto Rc o] o) pato iiTo a T-] EAVÁTO [cTo) | 
from an early build and, when you | 
compare this early footage to the final 
version, it's astounding how much polish 
the team managed to add. “Il was not 
aware of this promotion video, but it 
seems the footage was captured from an 
early build,” admits Ueno, when given 
the YouTube link. We ask if anything was 
removed from this build due to memory 


METAL GEAR 
SYSTEM: FAMICOM 


restrictions, citing a snake-like boss which YEAR: 1987 

is different to the final Medusa. “| don't MADARA II 

recall any severe memory restrictions (PICTURED) 

back then, so | think these changes were o SUPER 

porefo [ro Mia ao) dois o Fc [ga T=]0] [AM YEAR: 1993 
CVIVis a phenomenal showcase of LOST IN BLUE 

programming skill and design talent. SYSTEM: DS 

Reflecting on this, we asked what Ueno YEAR: 2005 
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was most proud of. “In addition to 

the new gameplay, | wanted to make 
the environment more interactive and 
lively. The music and sound effects 
really contributed to make the game's 
atmosphere spooky and real. So, | am 
proud of the atmosphere we created.” 
And, would he change anything if he 
had a time machine? “| would probably 
add more branches to give the players 
a sense of exploration as found in other 
Castlevania games.” 

While the fantastic Indiana Jones-style 
whip swinging wasn resurmected for later 
instalments, CVIV sil redefined a template 
that influenced the series for years to 
come, notably through several unique 
enemies which featured in Symphony Of 
The Night. What about the other 16-bit 
console releases on PC Engine and Mega 
Drive? “| remember | gave some feedback »” 
to the Mega Drive team, as the lead and | 
morked on the same projects before. | only 


» Masahiro "Mitch" 

Ueno — programming 
legend andal-round 
[ojo (o) No (UVA 
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» [SNES] Despite swinging being one of the best tino pour RINS 
 CVIV itwas strangely absent in future 2D instalments. 


had a little interaction with the PC Engine 
team as they were in a different group,” 
admits Ueno. “Both games are great, and 
[the] PC Engine version brought the game 
to the next level.” 

In addition to its own lineage, CVIV 
Loud [0TS! o Tor=To Moji als! do [Síc] o) o J=! ES IRSID To RS 
C-Lab with Rusty for PC-98 and DOS 
computers. In this case it was almost 
a direct copy, right down to the whip 
swinging. “No, | am not aware of this 
game,” declares Ueno. What's interesting 
about Rusty is that it was released in 
MIDI AM ESIS KM o] g=to Fc iiiaTo ND) g= [070] Fc NDA O] a nd 0) = 6 
over three months. Rusty also featured 
a screen-filling “item crush” attack, which 
first appeared in an official Castlevania 
game with Dracula X. According to a 
detailed analysis on VGMuseum there 
are about 16 major similarities with the 
later released Dracula X, implying that the 
influence went both ways. 

In the years following CVIV, Ueno 
eventually moved to Konami's US branch, 
heading up games like Project Overkill 
for PSone. Looking over the list provided, 
Ueno has worked on more than 60 games 
over the last 25 years, including as a 
producer on Lost In Blue, the Frogger 
series, TMNT and various Sims games 
while at EA. He's an unsung hero in an 
industry that favours anonymity. 

Before parting company, we asked if he 
knew why Contra Ill was ported to GBA 
but not CVIV, and if he'd followed the 
release of CVIV on the Virtual Console. 

“| was not a part of porting discussions 
so | don't know,” says Ueno regrettably. 
“| do have CVIV on my Wii though!” 

And with that, join him in the Director's 
Commentary seclion as he lalks us 
Ihrough the various stages... 

Special thanks to Castlevania expert Kurt 
Kalata for his help with this leature. 





E [PC-98] Rusty may have copied CVIV when released 
in 1993, but did Rusty influence Dracula X? Google the 
| names and VGMuseum for an analysis! 
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This is a short stage and there's no boss at trend, 
entered Dracula's castle. Now it realky begins! 
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STAGE 7 


To keep players inferested we continued to add new things 
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STAGE 108 


00 cmceggica 
| don't think many players discovered thes at 
the me, but there's a secret area just before 
the final staircase to Dracula. Today with lhe 

internet, | húnk players have found all the 
secrets we added - or have you? 

———————— mpi 
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Castle Of Illusion 
Starring Mickey Mouse 


PLATFORM: MEGA DRIVE » DEVELOPER: SEGA AM7 » RELEASED: 1990 


astle Of Illusion excels in 

so many respects, but its 

classic moments can mostly 

be attributed to its carefully 
considered level design. The quality of 
llusion's varied stages Is consistently high, 


making It hard to pick just one standout 
level, let alone one standout moment. 
However, the superlative platforming 
provided by the second section of the 
Enchanted Forest makes the short time 
you spend there particularly memorable. 
The whimsical mode of travel asked of the 
player Is to leap from one floating leaf to 
another while avoiding the section's many 
spiders. VWell-worked layouts, beautiful 
backdrops, accomplished pixel art and a 
dreamy score complement these simple, 
vet beautifully realised moments of 
gaming. The experience may be brief but, 
sometimes, less is certainly more. 





With its luscious coloured 
backgrounds, playful animation and 
cheerful, carefree soundtrack, Castle 
Of Illusion casts players in the lead 
role of a Mickey Mouse cartoon. 

This Disney-based platformer also 
boasts perfectly gauged gameplay 
and lovingly crafted levels, with your 
task being to rescue Minnie Mouse 
from a wicked witch by finding 

gems hidden in her mystical worlds. 
Created by Sega AMY, and part of a 
second wave of Mega Drive releases, 
the title helped to establish the 
system's reputation as the console 
of choice in Western markets, while 
also paving the way for the arrival of 
Sonic The Hedgehog. A remake is 
due later this year courtesy of Sega | 
of Australia and will be released on 
Steam, PSN and Xbox Live Arcade. 
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MORE CLASSIC 
CASTLE OF ILLUSION 
MOMENTS 


An apple a day 


Castle Of Illusion has a 

reputation for being a 

little on the easy side, but 

the game's first moment 

of jeopardy is one that 

makes a real impression. 

The Enchanted Forest . 

starts with a gentle introduction but, justas E ompláCóic, sets in, the 
player is hit with a sucker punch as a giant apple appears and chases 
them down a hill, Indiana Jones style! It makes for quite an impressive 
set piece and is repeated later on in the game. 





The third section of 
Toyland makes inventive 
use of cartoon physics 
by introducing gravity- 
inverting trip switches. 
Tripping these devices 
handily causes all on- ate li tos 
screen opponents to fall to the ground. Or should that be ceiling? Either 
way, they lose their footing and plummetto their doom while you keep your 
feet firmly planted on terra firma, albeit upside down. It's confusing but cool, 
and is another excellent example of /llusion's impressive level design. 





More tea, Mickey? 
In a surreal turn cf events, 
bonus levels are to be 
found by jumping into one 
of two giant cups oftea 
where the aim is to swim 
past anthropomorphised 
sugar cubes in an attempt TI 4 D 
to collect gems and apples for additional bonus points. Swimming around 
the teacups provides a pleasant diversion and a dream-like change of 
pace from the more conventional platform fare offered elsewhere in the 
game. There's a swish graphical effect on display as well. 


Castle Of Illusion provides 

several Disney-esque boss 

fights, including someone 

that looks suspiciously like 

Pete's Dragon, yet none are 

more visually Impressive 

than the final shovdown ra a EE AELIL 
with Mizrabel. The encounter occurs in the witch's Em castle, where a 
fierce lightning storm provides a tense and foreboding atmosphere. Mizrabel 
Is protected by ghostly apparitions and uses teleportation to avoid your 
attacks, but persevere, as defeating her is hugely satisfying. 
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A BLUFFER'S GUIDE 
TO PUZZLE GAME 
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Puzzle [FE "| | TILE-BASED ER || PHYSICS-BASED 


=. pre E Games including Repton or a pu E Games where an action leads do a 
types | == es o: ao Boulder Dash can be termed tile- su - realistic end-resuli. For example. in 
á e vem À based due to their grid-like feel. a game like Cut The Rope or Weria 

There are different e Agro ” Conversions of traditional puzzlers o ini Of Goo, the principles of physics are 

puzzle videogame e qu: Cree : can also fall into this category, from : put to good use. 
enres, a Tew of " Chess to Scrabble. 
which are clearly | 
defined, while others  TILE-MATCHING | ACTION-PUZZLE 


overlap. For example, E Most typically, a tile-matching Rasta anaa ais asi iada erPREHE E When a puzzle game involves 
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Tetris could easil game is either a falling block puzzler MST A E getting the player's heartbeat to race 
, fall into bot like Tetris or Hexic, or a 'match- A 2 TRE NA - in some way, perhaps via a sense 
tile-matching and three game such as Candy Crush E ara : E of danger or a time-limit, it could be 
action-puzzle Saga. They became hugely popular * FEMEEELELESS EE termed an action-puzzle - a genre 
] | from the late-Eighties onwards and E a | Arade - nos that tends to include characters like 
are still going strong today. Lode Runner. 
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When your fingers ache after another blast 





with a shoot-'em-up, it's time to let your brain 
take the strain. David Crookes looks at the 
rich tapestry of puzzle games that have been 
released over the years 


ere's a puzzle: What is a puzzle 

game? A dictionary may well 

define it as a toy or a game that 

presents a problem which requires 
skill or ingenuity to solve it, but that leaves 
things wide open. Could we term Tomb 
Raider a puzzle game because it contains 
puzzle elements? Even a first-person 
shooter like Call Of Duty will involve mental 
legwork. It's mind-bending stuff. 

Thankfully, there's a game called Tetris. 
When we discussed puzzle games with our 
numerous interviewees, this enduring title 
was the first to be mentioned time and time 
again. To that end, we could just concentrate 
on Tetris throughout this entire piece. After 
all, it would appear the puzzle game genre 
started and ended with this Russian-made 
game from 1984. Puyo Puyo, Dr Robotnik's 
Bean Machine, Columns and Pac-Attack were 
all critically adored things-falling-from-the-top- 
of-the-screen-and-being-joggled-around-with 
puzzle games. Amstrad Action went as far to 
say these titles were “just sons of Tetris”. 

But, important as Tetris is — and we shall 
come back to It later — It Is just one of a large 
number of types of puzzle games. Many 


HIDDEN-OBJECT 


E With lots of hidden-object games 
on tablets and smartphones, this is a 
popular genre where you are shown 


— NET: 


involve blocks, some require catapulting 

birds into pigs, others require cutting ropes 
of matching fruit, but all need brainpower to 
solve. So, whether or not we are looking at 
hidden object games, physics games, tile- 
matching, reveal-the-picture or action puzzles, 
or whether we are just going for full-on 
traditional, it matters little. Puzzles are puzzles 
and that is the premise we'll be using here. 





» [DOS] Alexey Pajitnov's 


Puzzle games have been popular for Tetris remains one ofthe 
centuries. The first jigsaw puzzle, for a puzzle games 


[Lícia ala (oo ff Toro V/=] ai Ta To Rafa Es7o(o Dada =: 
screen in a bid to find them. They 
often feature simple stories as well. 


REVEAL-THE- 


PICTURE 


E If a puzzle has a series of pieces 
or puzzles — such as Mario's Super 
Picross — that will eventually reveal 
a photograph or an image or pattern 
of some sort, then it will fall within 


this category. 


BRAIN PUZZLES 


E Whether they involve words, 
mathematics or just pure Mensa- 
style powers, these puzzles — which 
became incredibly popular thanks to 
Dr Kawashima — require an element 
of careful thought and an aptitude 
for learning. 








example, was created in 1750 

and the first crossword puzzle 

was published in 1890 at a time 

when newspapers were beginning 

to see how attractive they were to 
readers. In 1972, a text-based game was 
created called Hunt The VWWumpus that, 
while many would consider it an adventure 
game, was indeed an early puzzler. 
Gregory Yob created this maze game using 
BASIC on mainframes at the University of 
Massachusetts and it came in the form 

of a type-in. With 20 connected rooms 
and players hunting for a monster called 
Wumpus, the idea was to work out which 
room It was In and then arrow it to death. 

Such maze games — and it's worth 
pointing out that they have a 4,000-vyear 
history — have long proved popular. Gotcha, in 
1973, was the first maze arcade game. Atari 
manufactured the coin-op, and early cabinets 
had pink bulges rather than Joysticks. These 
were believed to represent breasts and, 
indeed, the Atari staff referred to it as the 
'boob game. 

“If a puzzle game is more like a maze and 
trying to find your way out then Gotcha 15 a 
pariect exampla says steve Enstow who, 
aero with Steve Mayer and Larry Ermmmona, 
was part of the team berand tre Atan 2000 
but started work at the company during 
the early Seventies. “You and another 
person had to manoeuvre between 
the walls to get to each other. é 
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| MUSIC PUZZLERS 


EH A more recent sub-genre, the music puzzler involves the use of audio. Chime 
and Lumines are good examples of this, the former involving blocks that 
created a tune when dropped. 
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Pé It was around in the days before the 
classic puzzles such as manoeuvring pieces. 
Just as well — the graphics didn really 
support that kind of game at the time.” 

The success of Gotcha paved the way for 
similar titles. The coin-op 'rush-to-the-exit 
game Amazing Maze by Midway was released 
in 1976, the same year as the first cartridge- 
based console puzzle game, Maze, which 
was developed by Fairchild Semiconductor for 
the Fairchild Channel F console. It was one of 
just 26 games for the system and consisted 
of a simple square block which the player 
controlled around a maze. Yet such a spartan 
look and feel didn't matter — puzzle games 


me didn't need extravagant presentation, It was all 
about the gameplay. 
e In 1978, Ralph H Baer and Howard J 


Morrison created the memory skill game, 
Simon. It wasn't long before the concept was 
taken up by a videogame. Mindbuster was 
one such title which, having been released 
for the Microvision handheld console, became 
the world's first handheld puzzle game in 
the process. With six or 12 moves needed 
to solve a puzzle and tapping into reasoning 
ability, it allowed tests to be solved by 
pressing buttons in the correct sequence. 

lt seemed to be an era of innovation. 
Four years earlier, the Rubik's Cube was 
invented and helped to create a different 
type of puzzle, one that took In the third 
dimension. Atari took Inspiration from it 
when it created the Atari Video Cube game 
in 1982, a solo-playing effort that required 
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Your inner five-year-old 
knows that rocks and dirt are 


tons of fun 
Peter Liepa 


the use of a Joystick and a large dollop of 
concentration. This early Atari game stripped 
away the true 3D nature of the Rubik's Cube 
and instead had a sprite running across 2D 
blocks to swap-out the colours, although each 
set of blocks was one side of a cube. If the 
colour of the block matched the colour of 
the character, he couldn't step on it, forcing 
spatial thinking by the player and preventing it fine line between luck and skill 
from becoming too easy. 

Atari's Inspiration actually jp TDPED UEM 


» [Arcade] Taito's Qixwas an 
early puzzle game that walked a 
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ran deeper. In the same year it an RSS 
had worked on a game which 
seemed to fully emulate the 
Rubik's Cube in 3D but it was 
never released. Whether or not 
there was a programming issue 
or whether copyright or licensing 
problems surfaced is not known. 





What makes things even more confusing Is 
that Atari Video Cube was actually re-released 
in 1984 as Rubik's Cube but, unfortunately, 
Atari founder Nolan Bushnell, Pong designer 
Allan Alcorn and Steve Bristow cannot 
remember either game, so It remains to be 

a mystery. 

Still, the Atari 2600 — and its rival Odyssey 
2 — were blessed with more than just maze 
and cube games. Established games were 
mined for their gameplay and there were 
releases of Othello and Tic-Tac-loe. They put 
the art of thinking at the heart of gameplay 
which meant that those who didn't want to 
blast their way through a game and instead 
preferred a slower pace were being catered 
for. But, by establishing that computers could 
be a perfect platform for puzzles, such games 
allowed later, more innovative, titles like the 
unique Oix to flourish in 1981. 

Oix was Intriguing. The idea was to 
complete each screen by filling it with at least 
75 percent of your colour by drawing stix or 
lines, before Oix (multicoloured lines) came 
to get you. In many respects this relied as 
much on luck as skill, which may go against 
the definition of a puzzle game. But such a 
combination has become commonplace in 
the genre. With a lot of puzzle games players 
are encouraged to keep trying to get better 
and, in many ways, they always lose. The 
principle of effectively only allowing players 
to control how long they can go on for before 
they do lose is prevalent among so many 
puzzle games. 
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Evolution of Tetris 


Tetris has been taken as the basis for many similar 


puzzle games. Here we look at seven key departures 


o ER 
is 


am" — 


WELLTRIS 
EYEAR: 1989 
m SYSTEM: VARIOUS | 
ijadafo ga 
mINFOGRAMES 
m SPECTRUM 
HOLOBYTE 

Instead of blocks falling 
down the screen, this 
game by Alexey Pajitnov 
[of= (o Rio a rs Iejor= [o [la To o (oia 
a well along one of the four 
sides into a bit made up of 
an eight by eight square 
grid. Each of the four walls 
hadto be kept as clear as 
possible by the player. 


HATRIS 


m YEAR: 1990 


E SYSTEM: NES, 


GAME BOY, ARCADE, 


TURBOGRAFX-16 


m DEVELOPER: | 


E BULLET PROOF 
SOFTWARE 


Another game designed by 


Alexey Pajitnov, Hatris had 
hats rather than blocks 
falling from the sky. Five 
identical-style hats needed 
to be stacked in order to 
clear them. As wellas 
making an appearance on 
the NES and Game Boy, 
the game also made itto 


3D TETRIS 

E YEAR: 1996 

E SYSTEM: 
EVIRTUALBOY 
mDEVELOPER: 
ENINIANID/O) 
Sometimes Tetris played 
games with your mind 
and you'd look at brick 
walls and try to rearrange 
them. With this Virtual 
Boy exclusive, the mind- 
bending properties of 
Tetris went up a notch 

as you looked into a 

3D playing field with a 
contraption strapped 

to your head. It was the 


TETRIS PLUS 
E YEAR: 199 


m SYSTEM: ARCADE, 


THE NEW 
TETRIS 
E YEAR: 1999 


TETRIS DS 
EYEAR: 2006 


E SYSTEM: DS 


Ed 


E = 


LINE 
PARTY 
m YEAR: 2008 


e ER RE TESES 


GAME BOY, 
PLAYSTATION, 
SATURN 


m DEVELOPER: 


m BULLET PROOF 
SOFTWARE 

As ifto give rise to the 
argument over whether 
Tetris is actually a puzzle 
game, Tetris Plus added 
a puzzle mode that was 
actually quite arcade-like 
in nature. You had to help 
a professor get to the 
bottom of the screen using 


the arcades. 


“You can always blame bad luck and not 
feel too bad,” says PopCap founder Jason 
Kapalka. “In some ways that's a very casual 
approach and why a lot of games for kids — 
board games and so on — rely heavily on dice 
rather than something like Chess because It 
takes that burden of failure off the player and 
puts It on this random chance.” 

Developers seemed to find ways of putting 
a fresh spin on old formats. Sliding block 
puzzles were Invented in 1880 but, in 1981, 
Loco-Motion showed how computer games 
could update such an old format by including 
a train. Players had to move track pieces into 
vacant squares to ensure that the train would 
continue to shunt along while also picking up 
passengers at the stations that surrounded 
the playing area. With a crazy train that your 
locomotive had to avoid thrown In for good 
measure, it was an example of an early 
arcade-puzzler that kept gamers on their toes 
by Introducing an element of danger. Eight 
years later the principle still remained popular. 
Pipe Mania didn't have sliding blocks, but 
you had to place pieces of pipe on a board 
to prevent fast flowing flooz from oozing out. 
Puzzle games got the adrenaline pumping. 

The intervening period was a golden one 
for puzzle games. Moving tiles became a 
recurrent theme. Zenyji, Confuzion, Rock “Nº 
Bolt, Collapse, Scarabaeus, Split Personalities 
and Deflektor followed this trend. Puzzle 
names vera Not stuck nm a nuit, our 








the usual Tetris methods 
before a spiked ceiling 


Virtual Boy's final release. 


came down on his head. 


In 1982, the first logic puzzle videogame, 
Rocky's Boots, was released by The 
Learning Company. Gamers needed to use a 
mechanical boot to kick squares, diamonds 
and crosses, connecting a series of logic 
gates to the boot in order to only kick the 
positive objects. This was also the year that 
O*bert combined puzzles with platforming 
as the main character hopped onto cubes in 
a bid to change the colour of them all while 
avoiding a host of enemies. 

And then, in 1984, came Tetris. “l've 
always said that Tetris is, fundamentally, a 
simple game that's easy to understand,” 
says the game's creator Alexey Pajitnov. 
“There Is also a visual and intellectual 
challenge to the game that makes it very 
appealing, especially because it's human 
nature to be challenged to fix things. | 
created Tetris almost 30 years ago, and 
given we are still talking about it today tells 
you something about its popularity.” 

Tetris proved to be a massive Influence 
on puzzle games, in particular from 1987 
when it appeared on US shores. Its popularity 
peaked at the end of the Eighties when it 
was bundled with Nintendo's Game Boy. 
Videogame designer and entrepreneur Henk 
Rogers had travelled to Kyoto, Japan in 
1988 to meet owner and CEO of Nintendo 
Hiroshi Yamauchi. “| met Mr Yamauchi and 
| said to him “| think | may have one of the 
most important games in the history of our 


E SYSTEM: N64 


EDEVELOPER: | 


ENINIANID/O) 

Released in 1999, it was 
time for a fresh spin, so 
the Nintendo 64 game 
provided it by allowing 
gamers to create four 

by four squares of four 
pieces that turned gold 
or silver. Three upcoming 
pieces were also shown 
and a spare piece could be 
set aside for later. 






» [Atari 8-Bit] Boulder Dashwas 
a big hitfor First Star Software, 
spawning lots of sequels. 


DEVELOPER: 
ENINTENDO 
EA ES 

game for the Game Boy 
and became a cultural 
phenomena because of it. 
By the time it was released 
for another Nintendo 
handheld — the DS in 

2006 — the familiarity of the 
concept meant it wasn't 
quite the same must-have 
game but it did have online 
and local multiplayer. 


RS SVAMINANS 
m DSIWARE, Wl, DS 
E DEVELOPER: 

m HUDSON SOFT 

E RISINSTONRIN|S 

E ENUNHZANID/O 

PANOS RANMA 
Can Tetris be a party game 
that gets you up and out 

of your chair? It seems 

so. Tetris Party for the Wii 
supported the Balance 
Board, of all things, and 
encouraged multiplayer. 
You had to lean left or right 
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to move the blocks and 
lean forward to drop them. 
Squatting rotated them. 





industry but | can't get distribution to order 
more than 40,000 units,” recalls Henk. 
“He calls in Shigeru Miyamoto and says to 
Miyamoto, "Is this a great game?” Miyamoto 
says, Yes. Yamauchi says, How do you 
know?" Miyamoto says “because all of your 
employees including your accounting staff 
are playing Tetris during lunch and after 
work.” Nintendo grabbed the game. Rogers' 
company, Bullet Proof Software, ended 
up selling 2 million copies on the NES and 
Nintendo sold over 40 million on Game Boy. 
Like Tetris, Boulder Dash by Peter Liepa 
and Chris Gray was also released in 1984 
for the Atari 8-bit computers and was - 
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BEJEWELED [2001] 


“There's definitely been a lot of interest 

in Bejeweledtype games over the years 
like Puzzle Questand Jewel Quest, 

says PopCap founder Jason Kapalka. 
Bejeweled was a tile-matching puzzle 
game that made its debut on browsers in 
2001 and has since had three follow-ups 
and sales of more than 75 million, making 
TETRIS [1 984] it one of the most popular puzzle games 
Russian-born Alexey Pajitnov made Tetris while he working as a computer engineer for the of alltime. 

Soviet government's Soviet Academy of Sciences. Since he was under state employment, he 
was unable to receive royalties for the game. Following the end of the Cold War in 1991, he 
moved to America, founding the Tetris Company. In the meantime, Nintendo had snapped up 
the Tetris license, bundled the title with its Game Boy (shown here) and created history. 


SLITHERLINK [2011] 


SlitherLink is a logic puzzle that requires d 4 á 


Digital brain 
easers 


The classic puzzle games that we just 
cant stop playing 


p= 


a good dollop of thought. Players have a 
series of dots on the screen and they need 
to connect them so that they form a loop. 
To make things trickier, there are numbers 
within the squares that the dots make up. 
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CHIP'S CHALLENGE 
[1989] 


As the puzzle game that came to define 
the Atari Lynx to a certain extent, Chips 
Challenge was originally going to be 
called Tile World. Chip McCallahan had 

to nip around each level collecting chips 
while working out which buttons to 
press, which doors needed unlocking and 
which monsters needed avoiding. Chuck 
Sommerville, who created the game, loved 
Boulder Dash: “lt was the main inspiration 
for Chip's Challenge” 









LEMMINGS [1991] 


Players of Lemmings had a love/hate 
relationship with the little guys while doing 
o Ad their best to keep them alive, sometimes even 
Easa aborting a levelto try and save even one more. 
Other times, gamers took great delight in 
nuking the lot of them. “For its time, the sheer 
f :** number of little guys wandering about was 
| endearing and that again helped spur you on, 
literally making you squeal like a pig when you 
ran out of skilland all your lemmings started 
walking off a cliff to their doom," says artist 
Mike Dailly. 


am mm. 






















ANGRY BIRDS [2009] 


It needs little introduction, given its massive popularity, but it showed just how a 





touchscreen could be utilised to devastating effect within a game. As time has gone on, 
the game has added a few little quirks and new ways for the birds to smash the scenery 
and destroy the little pigs but, at its heart, it's stillabout pulling back on a catapult and 
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letting rip. 
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extensively ported thereafter. Similar 1990, before ending up on the Mega Drive 
to the 1982 action strategy game The Pit, and Game Gear where it went head-to-head 
Boulder Dash was a casual brain-puzzler, the with the Game Boy and sparked inevitable 
likes of which remain in vogue today. comparisons. The falling-tile genre was well 
“Everybody wants to engage their brains and truly established. Columns — in which 
in problem solving,” says Peter. “And not groups of three colour blocks needed to be 
everybody has the reflexes or the bloodlust arranged into sequences of three or more, 
for first-person shooters. Boulder Dash had whether that be horizontally, vertically or 
to be addictive enough for me to stick with diagonally — became a classic game. The 
It for the six months it took to develop. same could be said of Chip's Challenge, 
The basic mechanics of rocks and dirt are which was a puzzler full of character for the 
what drives the game — it's like playing in a fledgling Atari Lynx in 1989. 
sandbox. The other elements — the jewels, Pac-Attack, which was Influenced by 
enemies, walls and so on — are there to Columns, did not quite have the same impact 
=d 0/4408 -/0]:)- ME NL4ZA shape your activities and give you goals. but was a good example of the trend to take 
Firing bubbles at other bubbles in order to create matches was the premise behind For me, It Is an action puzzler that engages existing characters from non-puzzle games 
Puzzle Bobble or Bust-A-Move as it was otherwise known. Starring the dragons multiple parts of your brain — and your inner and use them in brain teasers. VVario was 
from Bubble Bobble, the game spawned a host of sequels and spin-offs and has been five-year-old knows that rocks and dirt are in VWario's VVoods. Kirby appeared in Kirby's 
much-cloned since then. The latest Bust-A-Move can be found on the 3DS, taking it to tons of fun.” Star Stacker. Pokemon Puzzle League was 
a whole new dimension. Boulder Dash was one of the first puzzle pretty much a clone of Tetris Attack and 
games to use physics. They were simple, Dr Mario had his own Tetris clone. British 
PIPE MANIA [1989] which Peter says led to predictability, but gaming characters were not immune to this 
Ported to virtually every platform at the they could be combined in a rich set of videogame synergy either — the Oliver twins 
time, Pipe Mania required players to interactions. Such a thing is common today, stuck Dizzy into puzzle games too. 
place pieces of pipe on a board in order to so It would be stretch to say that today's “Fast Food, a game inspired by Pac-Man 
prevent flowing flooze from leaking. The developers have a lot to learn from Boulder but starring Dizzy, had only taken a couple of 
pipe had to be connected to an exit so that Dash. “All | can say Is that it's fairly difficult weeks to write which was half the time of our 
the gloop could work its way out, but you to come up with a novel set of physics that other games, so it felt like a fun challenge,” 
had no control over which piece you had to works”, and by that | mean “is fun and leads says Fast Food creator Philip Oliver. “We 
place — forcing you to try and work ahead. to a rich set of puzzles” ” adds Peter. decided quickly that another single screen 
dd To ode Le UA = Another puzzle game worth of note is maze game, Kwik Snax, was a good approach. a 
the excellent The Fool's Errana, which used We thought a maze game that allowed you to a 
RS TITO |D) meta-puzzles in a strategy fantasy game change the positions of the walls whilst playing 1 
[1987] | DIGUSATO that had a well-crafted narrative. The game was very Interesting. We had this vague idea a 
It lists JJ Abrams as one of its fans andit | ESEUS QUSDUE also contained a huge puzzle that could only that we could push walls to change the maze a! 
is easy to see why this cult puzzle game 4 be solved when other smaller ones were and that Dizzy would push blocks into enemies " 
by Cliff Johnson is rated so highly. It runs MEC: peiy | cracked and the gamer had to dig deep to destroy them, much like dropping apples on 
as a narrative which requires the solving Eds RA into the story for clues. It's was extremely the enemies in Mr Do.” FM 
of puzzles that reveal the way forward to - ci ch popular at the time and arguably paved the 
continue the story. It includes memory te o o GE way for games like the Professor Layton FU 


puzzles, logic puzzles, jigsaws and more, “4 1 Do Rod P a, series, which now feature similar narrative 
with the gamer trying to discover the rules E x os pita É a puzzles to solve. 

as much as the actual end result. Tricky a a = Tetris, however, defined the late Eighties, 
and intriguing, it remains popular. ie a and developers were keen to create 
something that mimicked its success. 
Columns was Sega's effort to provide an 
alternative to Tetris and hit the arcades in 
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gorten rruyself tintos” » [Mega Drive] Tetris spawned a 
slew of imitators. This is Ciiissem 
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» [Mac] The Fool's Errand bslmexiaai 
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THE INCREDIBLE MACHINE pi ES Et oque À 
[1993] pia EEN asda. the Boy is à Dog 
A superb physics-based puzzle game from the mid- Rr, a 1 = mo On Hog is a hÃg 
Nineties that harked back to old cartoons in some respect, eia O Le re sã ae E e the Kit ta Lit 
asking the player to arrange available objects so that they 

performed tasks that help reach an end goal. For example, 

you may need to get a ballthrough a hoop so you placed 

different pieces on the screen in order to achieve this. It was 





recently revamped and released on OS. 
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é In the early Nineties, puzzle games 
continued to be released. Loopz was a critical 
hit that involved making loops from shapes 
that had lines or angles etched on them. 

In Rampart, small blocks made up a castle 
wall that you had to defend in a game that 
mixed strategy and shoot-'em-up with puzzle 
elements that were inspired by Tetris. 

But not everything involved tiles. 
Lemmings was developed by DMA Design in 
1991. The player carefully guided lemmings 
across perilous terrain and tried to get as 
many of them home safely as possible 
while digging, building and blowing things 
up. It was the first puzzle game to utilse 
destructible scenery. 

“It was the first real 'sandbox' game 
too,” says Lemmings' artist Mike Dailly. 
“You had lots of skills and a world and 
you were let loose with them. This is why 
levels were complex to design and such a 
joy to figure out and complete. You could 
do them any way you like — sometimes, in 
a totally different manner from the way the 
original level designer thought of. The best 
levels were ones where there was only one 
obscure solution. This is because It was so 
hard to think of exactly the same solution as 
the original author.” 

As the Nineties rolled on, so too did the 
range and scope of puzzle games. Super 
Puzzle Fighter !l Turbo was Inspired by a beat- 
'em-up and was the first of its kind. Puzzle 
Bobble, which was also known as Bust-A- 
Move, was a tile-matching arcade puzzler that 
had a pointer device firing bubbles against 
other bubbles that has since spawned a vast 
number of clones. Taito knocked out some 
good puzzle games including Puchr Carat and 
Cleopatra Fortune. The third dimension also 
became important, whether for the PSone 
game Intelligent Qube in 1997 or the 3D 
Tetris-with-a-twist puzzler VVetrix, which was 
developed by Ste and John Pickford. 

The Pickfords' Zed Two development 
house, which also produced a Tetris game 
in 20083, highlighted the circular motion of a 
lot of puzzle games in harking back to the 
Russian gem. Whether creating Block Out 
or Boxxie or trying a different perspective 
as with Klax, the splurge of wannabe Tetris 


» [PC] Bejeweled is one ofthe 
earliest examples of the match 
three genrethatisnowso 
popular with casual gamers. ”, 
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» [Amiga] Lemmingsis another massively 
popular puzzle game, with a lot of sequels. 
) a ã | 





I've always said that Tetris is, 
fundamentally, a simple game 
that's easy to understand 


Alexey Pajitnov 


beaters continued. It just seemed to work so 
well and popular games emerged. Puzznic 
hit the arcades in 1989 and then ended 
up on home computers a couple of years 
later. It even ended up on the PlayStation in 
20083. Plotting followed the same path and 
was actually ported to the 6X4000, the only 
puzzle game ever to end up on Amstrad's 
ill-fated machine. 
Puzzle games were so Integral to gaming 
life that even Microsoft saw the potential 
of them when it placed Minesweeper in 
the Windows Entertainment Pack and then 
included it as standard from Windows 3.1 
onwards. The basic premise had been used 
within computer games before — Mined-Out 
by lan Andrew in 1983 is a good example 
of an early attempt — but its inclusion in 
Windows made it one of the most played 
games of all time. 
pay Ve MOL abas 
on tha agenda, however 
1990's E-Motion Exile 
atorrs and molecules. rel 
rn the mid-Nretes, APOS 
and action games 


» [I0S] Games like Cut The Rope 
prove that physics-based puzzles 
are well suited to the device. 








were beginning to dominate and, while puzzle 
games continued to be pumped out, the 
focus appeared to be shifting. The likes of 
the Puyo Puyo game, Kirby's Avalanche, and 
its accompanying trash talk was encouraging 
for the genre, but there was a slight dip 
before things began to pick up again. 

Then, the internet became popular and 
paved the way for titles such as Poppit! 
and Word VVhomp. A new audience was 
growing fast. 

“It was largely women and mostly older 
than your traditional gamer was,” says 
Kapalka. “| mean, at the same time the idea 
of calling them casual gamers was a bit of 
a misnomer because some of these people 
would spend a great deal of time playing 
these games online and so you could hardly 
say they were not taking them seriously.” 

Kapalka started PopCap in 2000. “We 
were doing more original stuff like Bejeweled 
and a bunch of other puzzle games, and 
then it was a question of what makes for an 
interesting puzzle game.” 

Bejeweled was derived from a very 
simple web game someone at PopCap had 
seen but was very primitive. The developer 
took some influence from Tetris Attack too. 
“| guess in some ways It was fortunate 
timing in that it came out in 2000 at the 
same tra a lot of people mere gethrg or 
the intermet for the first irma, Bejeweled 
became a gama that was avalabla Om tha 

web for free that could be accessed by 

these casual gamer types.” 

But, he is vBer to distance Tetris from 
Bioevroino. * Tetris has always been a 
very sull-based game, Tou Fave do 

SNOAM at YOU TE dO ne ar Rs fairty 
bio stress; whereas, Bejeweled 
- parbeuarty nm ds gamer forms 
rara divas mosty am umimed 
gare = wasn't necessanh all thai 
oriented towards skill. It was, In 
some ways, pretty 
juca Basa 
Wu Peggle, PopCap was 
cementing its reputabor as 
a purria game develop! 
ara them, as the Noughies 


roded or, more and more 
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Puzzle games are as popular now as ever thanks to smartphones and tablets. King. 
com's games guru Tommy Palm talks about its biggest success, Candy Crush Saga 


Where did the 
concept for 
Candy Crush 
Saga originate? 
Candy Crush was 
first made as a 
single level game 
for www.king.com 
in mid-2011. The 
idea was to make a slightly different 
'match three" game with a candy 
theme. Candy is something most 
people have a positive association 
with and it creates a great base for 
visuals as It comes In so many colours 
and shapes. 


Po 


What do you think it brought to 
the table? 

We had made “match three' games 
before and we knew our audience 
liked them but this was the first to 
have the extra bonuses and effects 
for matching together the powered up 
candies. That changed the dynamics 


» [PC] World Of Goois another fantastic puzzer that proves the 
genre remains alive and well on modern systems. 





puzzle games began to emerge once more. 
Lumines was an excellent early PSP title, 
with Sony no doubt believing in the power 
of a puzzler to sell a system. Brain Training 
on the DS tried to take puzzles and make 
them feel as if you were learning something 
and becoming smarter as a result. ”| 
believe books are the best,” says Dr Ryuta 
Kawashima of the reason he tied in to the 
game. “But nowadays people do not want to 
read and prefer games to get Information.” 
Puzzle Quest: Challenge Of The Warlords 
from 2007 was RPG in nature but on 
a puzzle grid where special attacks, for 
example, came into play when the gems 
were moved. The physics of World Of Goo 
needed you to bond cute blobs together to 
get a set number into a pipe at the end. “In 
World Of Goo, the goal is to create a similar 
sense of wonderment, where each level is 
visually iconic, each with a new puzzle and 
gameplay surprise, all somehow related to 


of the gameplay quite a bit and 
brought something new and fresh to 
the genre. 


How long did it take to create? 

The first version of the game Candy 
Crush was made with just three 
people during a two-month period. 
Then a slightly bigger team worked on 
the Facebook version of the game for 
about six months until it was released 
in April 2012. That is when all the 
different levels, the map and your 
friends" progress came into the game 
and we added the Saga ending to it. 
The mobile version of the game was 
released in late November last year 
and from that point the audience really 
started to grow. 


What's the most difficult thing 
about creating a puzzle game? 
The type of casual social games that 
we focus on require that the core of 
the game can be understood really 


» [3DS] The Professor Layton series features all kinds of clever little 
puzzles and an enchanting narrative to boot. Very addictive. 





a slightly devious story arc,” says World Of 


Goo co-creator Ron Carmel. 


Smartphones and then tablets brought 
with them the likes of Angry Birds and Cut 
The Rope. Physics puzzles and more grid- 
based games are in vogue. Hidden-object 
games are popular too, while FaceBook and 
casual puzzle games go hand-in-hand. 





quickly and a new user 

can start having fun within 

seconds from starting 

[o)f= Vila o RM Fo ii ato Noto Ja for jo jts 

that are really easy to start "5 
playing but also provide 

the different challenges 

to last for hundreds of levels is 
challenging. Our recipe for that is to 
keep the teams small and allow them 
to innovate and test concepts early 
on king.com before starting larger 
projects. That way we can remove 
some of the risk with the game 
development process. 


predict. Itis 

extremely fun to see all the 

fan art and social interactions around 
the game. 


Why do you think puzzle games 
are currently so popular with social 
media users? 

The fact that some puzzles are so 
accessible and inclusive for people of 
all ages just makes It well suited to 
play in a social environment. We see 
clear differences in the people playing 
without connecting to their friends 
compared to the ones that do. The 
non-connected player plays much 
less. It is natural that it is more fun to 
play with your friends and family. 


Have you been surprised by Candy 
Crush's massive success? 

We could see early on that Candy 
Crush was really popular with the 12 
million players on king.com, so we 
had more than a feeling that Candy 
Crush Saga was going to be big. But 
the global phenomena that it has 
become — | do not think anyone could 








» [OS] Angry Birds remains 
insanely popular. This isthe Star 
Wars version and we love it. 


tend to be very limited in how you can solve 


Professor Layton games consist of lots 
of Irttle puzzles, so It's no wonder that 
Professor Layton And The Curious Village 
is the best selling puzzle game on the 
Nintendo DS. Indeed, there have been lots 
of recent innovations. Crush was a cool 
2D/3D hybrid puzzle game, while Portal 2 
took multiplayer puzzling to a new level. 
There has been an episodic puzzle game — 
Blue Toad Murder Files in 2009 — and one 
where you can type a word and see the 
object appear (Super Scribblenauts in 2010). 
Add to that indie gems Limbo and Braid 
(“The puzzles are not neutral since they 


them,” says Jonathan Blow) although some 
would not include these in a traditional 
definition of puzzle games. 

Today, Candy Crush Saga is probably the 
most popular of all. The industry has turned 
full circle. Tonmy Palm, King's games guru, 
sums up the approach to today's puzzlers. 
“The type of casual social games that we 
focus on requires that the core of the game 
can be understood really quickly,” he says. 
But there is, it has to be said, less confusion 
over what makes a puzzle game today. You 
simply find them under that category in an 
app store. Tetris Is still there. 
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ANOU 


PUBLISHER: REAKTOR 
“(ARIOLASOFT) 


DEVELOPER: TIGRESS 
MARKETING (DESIGN) 
& SYSTEM SOFTWARE 
(PROGRAMMING) 


» RELEASED: 1986 


PLATFORM: 
COMMODORE 64, ZX 
SPECTRUM, AMSTRAD 


How did Tigress Marketing come about? 
CP: It was initially started by David Bishop and 
Beth Wooding. | knew David from my time at 


CPC 464 Argus Specialist Publications when we often 
GENRE: PUZZLE/ discussed how games could be improved. We 
ARCADE ADVENTURE 


discovered we had a mutual love of gaming 
In Its various forms, along with a shared 
frustration in the lack of fundamental game 
principles of the releases of the time. | quit 
Argus and went to join David and Beth. 





What was the idea behind the company? 
DB: At the time, the majority of games 
vera being designed by the programimers 
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Each era has lts underrated classics. This 
game, from the time of the é-bits, is one of 
them. braeme [Tlason speahHs to designers 
Uhris Palmer and David Dlishop on the devious 
robotic bomb-disposal game that slpped under 
almost everyones radar, and the concept of 
the marketing company behind it: Tigress 


| themselves and were more driven by what 


| could be achieved technically rather than 


what would make a good gaming experience. 
We decided that what was needed was 

to separate the design process from the 
programming, so set up a design studio to do 
just that. 


How did the actual process between 
yourselves and the other companies 
involved work? 

DB: In a sense we worked like an analogue 

of the screenwriter and director. For a lot 

Of Games we worced up dia concept and 
sorybosd and ter preed it to publishers 
Once the games were calar up ve vvouki find 
a programrrno tear and en baso between 
Wrerm and de publishers Lo mae sura Be 
game carma ou as we envisaged Someirmes 
FE wvrOrcaa tra other way rourd and pubbshars 
void approach Ls md Concepts and 


properdas Uremy vanted qumed ato games 


Tell us about the genesis of Deactivators. 
CP. Lava and | spent a lot al me 


bransiorrmuna game ideas and Deactivators 


came out o! one of these sessons. At its hear 
ii was à puzzia game, m terms 0! worsing out 
NE TOLRAS AM SAQquence dO remove al the 
bormbs “rom Me Dbucino 


How did you design the game? 
CE: Everyvonina veas done by hard and on pages 


= OS and lots O paper! VVe CremBd à sao 














» [Spectrum] Bombs could be thrown through holes in 
| the walls and ceilings to a waiting deactivator. 





of blank building templates and then would sit 
down and work out the tasks for each building 
and the routes and timings required. 


How involved did you get in other 
aspects, such as the graphics? 

DB: We came up with the overall look and 
feel for how we wanted the game screen to 
be displayed and then we would finesse the 
designs with the development teams in terms 
of practicality on each system. 


The three versions look and play very 
similarly though... 

DB: With Deactivators, the differences are 
minimal. For instance, we had problems with 
the teleports between the C64 and Spectrum 
versions. If you compare them you'll see the 
sprite handling was better on the C64 so 

we could have an animation for the teleport 
squares. On the Spectrum version we had 

to settle for just changing the texture of the 
square as the animation wouldn't work without 
disrupting the other elements. 


Did you ever get involved with the actual 
programming process? 

CP: We never cut code ourselves as It was 
important to the whole idea of Tigress that we 
remained focused on the game and gameplay. 


But you must have kept closely in touch 
with the programming team? 
CP: Of course, we would regularly spend 





time at their studios, testing 
gameplay elements and 
sometimes refining the design 
to help work around the 
limitations of the hardware. 


How long did it take from 
design to release? 

CP: We think the design 
process took around a month 
and the development probably 
four to five months. They 


[System Software] did a great job of realising 


the designs and specs we gave them. 


As we mentioned earlier, all the versions 


look very similar... 


CP: As with most of the games we did, all 
three versions were developed alongside 


each other. 


One of the very few criticisms of 


Deactivators was its difficulty level. 


Would you agree? 

















» [Spectrum] The first level and three bombs to be 
deactivated. Best get to it. 


CF. Hetlecing on tha game today, ve 
do tuna we hs the players vath too 
much 300 5001. Tha game wo have 


benefitted from a more gentle learning 
curve of some of the trickier gameplay 
elements. In level one the player 
already had to cope with robot guards, 
level two you're thrown a couple of 
reverse-gravity rooms and by level 


three you're tackling all that and blacked 


out rooms! 


We're sure it could have been much 
worse though. 

CP: Most certainly — one of the initial ideas 
was that when throwing a bomb between 
rooms you had to position the receiving 
robot correctly to catch it or the bomb 
would explode when it hit the floor or a wall. 
Thankfully we decided to drop that one... 


Deactivators was well reviewed but not 
a great seller. Elation and deflation? 

CP: From a commercial standpoint it was 
disappointment, as we wanted publishers to 
see a good return on what was a new concept 
for them. With Deactivators, however, we did 
feel there was a disconnect between what 
the game was actually about and how It was 
marketed. At heart it was a puzzle game, but 
it looked more like an arcade game and the 
advertising overplayed the arcade elements 
and underplayed the strategic ones. With the 
reviews, we were glad that, on the whole, 








reviewers recognised that the game was 
challenging and an original concept — which Is 
what we set out to achieve. VVe always strived 
to do something different and were never 


interested in doing “me too' games. 


In what way do you look back on 
Deactivators today? 


DB: We're very proud of it, and the majority 

of our games. Seen in the context of a lot of 
other games from the time, we felt we were 
' always producing titles that were original and 
were in keeping with our original designs. 


Tigress disappeared shortly after the 
release of Deactivators. What happened? 
DB: Ve got into a situation where the majority 
of our output was being published by Ariolasoft, 
and its parent company, BMG, decided to 

pull out of software publishing. As we didn't 
have enough work to keep us going while we 
developed relationships with other publishers, 
sadly the games side of Tigress ended there. 


How would you reflect on your time 


with Tigress? 


CP: | think we were probably two or three 
years ahead of our time in what we were 
trying to do — certainly in the UK there werent 
any companies that were focusing purely on 
game design. It's nice to see that, as the game 
industry has developed and matured, some 

of the principles we had at our heart have 


become the norm. 


look that little bit drabber? 


» [C64] Is it just us, or does the Commodore 64 version 











DEVELOPER 
HIGHUCHTS 


THINK! 
(PICTURED) 
SYSTEM: ZX 
SPECTRUM, 
COMMODORE 64, 
AMSTRAD CPC 
YEAR: 1985 
THEY STOLE A 
MILLION 
SYSTEM: ZX 
SPECTRUM, 


COMMODORE 64, 
AMSTRAD CPC 


YEAR: 1986 

















RE Aa: 


3 109120 TT 
4 :- 18897 


| E 
Ea 


cc 


=". 
FU T 
om 


o 
' 


ade givq ra sda drp 


E a - e mu q q O 





o ga 


| 
TITS TEMmirtooT: 






m DEVELOPER: NINTENDO EAD 
YEAR: 1991 E GENRE: STRATEGY 


It may be pirmanhy rermermberad as a PU franchise 
but, vath rumerous changes and addons to this 
console port, 15 htie worder so mary o! you cted tie 


15 à SNES favounte, Developed by Nintendo EAD rather Uai 

Maxis, this version has a distinct Japanese flavour and several beautiful 
Nintendo twists — seeing Bowser stomp through the city Is up there with 
the greatest gaming moments. The team did a great job of making tt 
work with a controller rather than a mouse, too. 








ActRaiser 


DEVELOPER: QUINTET 
Bm YEAR:1990 GENRE: STRATEGY/ACTION 


The beauty of ActRaiser is that it is effectively two 
ql games in one. Half god game — albeit without any 

direct religious references, thanks to Nintendo's hard- 
line self-censorship of the time — half action game, all awesome. 


While it's true that neither part is a dedicated example of the 
genres in question, it's the unique fusion that makes this so 


memorable. Putting town creation and management on hold to 
go kick some ass is something that no other game can offer. 


The results are in, but did your é di poa 
favourite SNES games make the cut? 
Find out in the coming pages... Cypemator 


YEAR: 1992 EM GENRE: SHOOT“EM-UP 





It make the list ahead of bona fide classics like Super Punch- 

Out!, but you've gotta love the underdog. It's an inventive mech 
shooter that really makes you 
feel like you're in control of a 
huge, complex piece of kit and 
it still holds up brilliantiy today. 
The same can't be said of the 
budget PlayStation 2 remake, 
sadly — our advice would be to 
just stick with the original... 


23: surprisingly strong showing in support of this shooter sees 
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Zombies Ate My 


Neighbours 


DEVELOPER: LUCASARTS 
VEAR:1993 GENRE: RUN-AND-GUN 


There's a lot to be said for this 
B-movie shooter, so we're not 
overly surprised to see you come 


out in numbers to support it. The recent 

sad loss of LucasArts might have done 
something to bolster its following, but it's 
certainly not ill-deserved — the humour, 

style and tight gameplay are such that many 
modern developers would kill to put their 
name to something as polished and refined 
as this. 

Perhaps the original great co-op 
game, Zombies Ate My Neighbours lets 
protagonists Zeke and Julie use anything 
they can find to hold off the zombie 
apocalypse and secure the safety of the 
guys and gals that live down the street. 

But it's not just zombies — variety here is 
exceptional and, over the course of the 
game, you'll find yourself gunning down 
pretty much every B-movie cliché — from 
giant ants to vampires and aliens. But it 
doesn't stop there, as the level with the 
gigantic rampaging baby perfectly displays. 
It keeps you guessing by constantly 
changing things up — even though gameplay 
changes little, that each stage can feel 
entirely unique is amazing. 

Said variety extends beyond simply 
switching enemy sprites out for new ones, 
too. It's the weapons, an improvised arsenal 
comprising of everything from water pistols 
to rocket launchers. It's the settings, myriad 
slices of suburbia pulled straight out of every 
low-budget horror movie ever made. And it's 
the characters — even the titular neighbours 
come in all shapes and forms, with each of 
them worth a different amount of points if 
you can save them in time. Thankfully, you 
don't need to rescue them all but, the more 
you manage to free, the better your score will 
be. And just like most games in this genre, 
that's all that really matters. 
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Super Aleste 


DEVELOPER: COMPILE | 
YEAR: 1992 GENRE: SHOOT-EM-UP 


An excellent shooter, as evidenced 
4! by the fact that it managed to beat 
the likes of Super R-Iype, Gradius !ll 
| and UN Squadron. A rich and varied arsenal 
is what really makes Super Aleste stand 
out, each of the eight weapons offering six 
different levels of power. Furthermore, each 
can be modified at the touch of a button, 
P adding reverse fire (or similar area coverage) 
- or changing properties to give options that can 
“ more or less cover every situation the game 
throws at you. Like pretty much every shooter, 
there's a problem in that death causes you 
n to respawn with virtually no firepower — but 
1] there's a simple solution to that problem: just 
| be better at the game. Solved. 





- : 
1 
Cu 
o! 
E 








EarthBound 


E DEVELOPER: APE/HAL LABORATORY 
E YEAR:1994 E GENRE:RPG 


kt may not have had a UK release, but 
1 that seems to have had little impact 


on the popularity of this glorious RPG. 














à TE gi hi 


e Perhaps offered a little more exposure thanks to 
= Ness's appearance in Super Smash Bros, this 


quirky Ittle title can take pride of place in any 
collection — mint originals now change hands for 
upwards of 500 quid. Why? It's one of the few 
retro classics not to have seen a re-release in 
any form, despite constant calls for it to come 
to Virtual Console. Still, all that is set to change 


K ; as the cult RPG has finally been released 
Donkey Kong Country 2: NR doa RC 
] , ] A : a 
Diddy's Kong Quest ii di 


m DEVELOPER: RARE 
m YEAR:199 GENRE: PLATFORMER 


H you could ai have just pulad togedher and decided amongs: 
yourselves which Donkey Kong Country sarmmie vias Des (E ooudd 


quite easily have made the top five. Instead, divided opinion 
gives us two Kong gare am tes best, Rare's placform sequel [Lest rmessing 
out on he top 20. Cure how DK cama 10 be kxinapped n the first place 
15 à Conversason for another ame, houoh 5 dear dat Diddy and Dodge 
can handle CMermiselves Vel Ermo VAO Farm. É vas aroumo Tus post 
thai Rare's love affar vath colecibles began, 50 those that have enjoyed 
cleaning up and finding everything In the likes of Banjo-Kazooie and tar 
Fox Adventures would do well to recognise where It all started. 
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Super Mario All-Stars 


DEVELOPER: NINTENDO EAD 
YEAR RELEASED: 1993 ' GENRE: PLATFORMER 


be It from that to exclude this collection of timeless games 

from your list. Sporting enhanced versions of the three NES 
Mario titles as well as super-tough variant The Lost Levels — famously 
Super Mario Bros 2 in Japan, while we received a massively modified 
version of Doki Doki Panic — this Is pretty much platforming heaven. 
Any one of the collected games would be worthy of a spot on this 
list alone, so the combination of all four is pretty much a shoo-in. You 
could buy a console and get by for months just on the single bundled 
game, which is not something that can be said of any console since. 
Later versions also included Super Mario World, which you can safely 
expect to read more about in the coming pages. Just a guess. 


1 o A compilation and console bundle title it may be, but far 
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Super Tennis 


DEVELOPER: TOKYO SHOSEKI 
YEAR RELEASED: 1991 GENRE: SPORTS 


Early titles are always going to live 
1 / large In the hearts of fans — they're the 

ones that get the most play while you're 
waiting for the next big game, after all. We can 
all but assume that's why this 1991 title earned a 
spot on this Iist, although we'd struggle to point 
to an earlier multiplayer sports game that we 
got so much enjoyment out of. Making tennis 
quick and fun was a masterstroke, though even 
the points that dragged on proved to be hugely 
enjoyable — that's why we saw the same arcade 
template applied to Smash Court Tennis and, 
later, Virtua Tennis. We're all for simulation but, 
when it comes to a quick sporting thrill, we'd 
struggle to name many better games than this 
beauty. It sure as hell beats leaping around the 
lounge with a remote in your hand, that's for sure. 









“[ loved this 
game so much. 


for me” 
NIE 













= DEVELOPER: HUDSON SOFT 
YEAR RELEASED: 1993 = GENRE: ACTION 


Again, Bomberman would be 
11 6 higher on this list if It weren't for the 

fact that gamers had no less than 
five different kinds of Superto consider in 
this case. Ignoring the fact that the console 
had just two controller ports, Konami 
elected to use an adorable multi-tap to allow 
for showdowns on a scale never before 
seen on console. Later games introduced 
more elements tailored to accommodate 
multiplayer massacres and, to be frank, we'd 
probably rather have seen one of these make 
the list than the simple original. However, 
there's a lot to be said for getting there first, 
and for all of you who voted for any of the 
superb sequels you can at least find solace 
in the fact that the little bobble-headed 
murderer managed to get onto the list at all. 
And we're glad he did — there are few better 
tests of pure gaming skill than a Bomberman 
face-off. Quite how this franchise vound up 
entertaining kart racers and sports games 
we Il never know — it remains one of the best 
and purest multiplayer experiences in the 
entirety of gaming. 















[CTofoTo Estate [NTE IcIR 
fantastic multiplayer and 
the best sports game 


Donkey Kong Counir 
E DEVELOPER: RARE 
DB YEAR:1994 E GENRE: PLATFORMER 
1 Poor old Retro. As 

much as It tried its best 
to recapture the magic of the | 
originals, in essence it's just 
not he same — the musik, he 
design and the well judged 
level of difficulty were all 
nailed the first time around. A 
stunning effort by Rare. 


Chrono Trigger 


mB DEVELOPER: SQUARE 
DB YEAR: 1995 E GENRE: RPG 
1 As if this time-hopping 
RPG classic wasn't 
going to make this list. As /f 
Any game that stars a noble 
frog warrior is one that we 
fully support, so we'll take 
any excuse we can get to 
celebrate this wonderful action-RPG from 
Square's archives. 


Star Fox 


Em DEVELOPER: NINTENDO EAD/ARGONAUT 
SOFTWARE DB YEAR: 1993 
GENRE: SHOOT-'EM-UP 
1 This is more than 
deserving of recognition 
for its Introduction of useless 
gaming baggage Slippy Toad 
alone. It's just a shame that 
its ploneering 3D visuals will 
forever take a back seat due 
to the “do a barrel roll” meme it spawned. 


Mim IRET TO 


Final Fantasy VI 

Em DEVELOPER: SQUARE 

mB YEAR: 1994 GENRE: RPG 

12 Picking just one of 
Square's 16-bit Final 

Fantasy games Is a near- 

impossible choice, so well 

done for settling on this one. 

Echoes of FFVI can be felt in 

every canon game since, and 

its Uematsu soundtrack is enough to secure 

ita place on this rundown alone. 


F-Zero 


E DEVELOPER: NINTENDO EAD 
=» YEAR:1990 mM GENRE:RACING 


11 Racing games are 
boring? Yeah, nice try. 
A futuristic setting and 
amazing 3D visuals made 
this an unforgettable 
experience for everyone 
who played it, though it's 
saddening that we haven't 
seen a new version since the exceptional 
GX on GameCube. 
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“The only 
one in the series 
you need to play — best 
ever linear version of the 
game before it tried 
to copy Metroid” 


- davykK 
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espia Of Mana 


m DEVELOPER: SQUARE 
YEAR RELEASED: 1993 E GENRE: ACTION-RPG 





Super Castlevania IV 


m DEVELOPER: KONAMI 
YEAR RELEASED: 1991 E GENRE: PLATFORMER 


Ask most people which is their 
10) favourite Castlevania and, more 
often than not, you'll hear Symphony 
Of The Night. While the PlayStation game 
is a spectacular display of genre-straddling 


RPG action, there's a hardcore arcade purity 
to Super Castlevania IV that gives it the edge. 


The music, the bosses, the sheer variety... 
this is the stuff of legend and its reverence 

is far from ill-deserved. Action-platforming 
with a gothic slant, you could walk for miles 
and not find anyone who has gotten past 

the second level — Dark Souls and its ilk | 
may claim to have created the hardcore 
sector, but we know better. Castlevania was 
there first. And if you can claim to have 
finished this, that's something that counts | 
for a lot on your gaming CV — arcade coin- 
munchers have nothing on this beast. 





so many failing to get European releases, it stands to reason that 

this should be the one to make the cut. Three-player co-op was a 
unique selling point but, even without that, Secret Of Mana would still 
hold up brilliantly. This action-RPG managed to tick every box, from 
a unique leveling system to a great cast of characters that could be 
tailored to your own whim. Despite several sequels, this remains the 
best game in the series — the PlayStation sequel has its fans, but their 
numbers are feeble compared to those who would back the original. 
To this day, we've yet to see a truly great Mana follow-up and, while 
it's unlikely that we'll see one in this play-safe environment, it'd be a 
retro insta-win if Square announced a new Mana game tomorrow. 


q There had to be at least one Square RPG in the top ten and, with 
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m DEVELOPER: KONAMI 
YEAR RELEASED: 1992 mB GENRE: RUN-AND-GUN 





accomplishments like finishing Dark Souls or Super Meat Boy would do well to pop 
back in time and give this monster a go. Whatever you choose to call it, this is pretty 
ae much the epitome of hardcore = dudes be coming trom everywhere, and all 
a SS of them will kill you in a single hit. Contra had lost its way recenthy until 
ngm = Hard Corps brought it back — ils rare that a segue! nails ex prthy 
what was 580 g00d about the original but thal's what Arc 
managed to do. The origina! still presents an awesome 
challanga and one that anyone can be proud to hava 
conquered. Pretty much the ultimata run-and-gun game, 
Contra Ill exists to kick the ass of anyone who tries to 
play it. Às you probably know, Nf not, give 1 a shot today 
and don't even vaguely expect to win. 


7 Anyone that throws their hardcore weight around based on recent 
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Pilotwings 
E DEVELOPER: NINTENDO EAD 
YEAR RELEASED: 1990 E GENRE: FLIGHT SIMULATION 


the likes of Wii Sports and Kinect Adventures capturing 

the imaginations of millions. But this beat all of them to the 
punch, a showcase for the unknown power of the SNES and an 
early glimpse at the magic of 3D. Few could have imagined that 
a flight game would be the one to show off what the SNES was 
truly capable of, but that's precisely what Pilotwings did. Three- 
dimensional gaming wouldn't become the norm until years later, 
but we can't forget who planted that seed — few did it better either, | 
to be fair. In terms of offering a unique experience, few titles can | 
rub shoulders with Pilotwings. Even the N64 and 3DS updates 
never really managed to recapture the magic of the original, fun as 
they may be. E 


o Tech demos seem to be the order of the day lately, with 
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Super Mario World 2: 
Yoshi's Island 


DEVELOPER: NINTENDO EAD 
m YEAR RELEASED: 1995 EM GENRE: PLATFORMER 


We have to ba honest = wve thought this class platformer 
would come in a little higher. But with Suner 
stealing the majority of the vote, we guess It 


was a 'one or the other' mindset in most cases. 
Either way, this dino-themed sequel performed 


admirably and, while we wouldn't want to have to 
make a pitch as to which was the better game, the 


egg-tossing love this game has received pretty 
much does that for us. Platform games dont 


come much better than this, especially when they 
dor Lirvolve tha bugs or bardicoots Fat Fava COMA 


define the genre. 








Street Fighter Il Turbo 


DEVELOPER: CAPCOM 


m YEAR RELEASED: 1992 M GENRE: BEAT“EM-UP 


controller, chances are you doubled up for 

the opportunity to show your mates what a 
Dragon Punch or a Flash Kick was. Street Fighter 
was the go-to competitive game at the time and, 
while we've since learned to play on stick, that 
wasn't really an option back then. Capcom did an 
incredible job of bringing the arcade experience 
home — there are few better coin-op conversions 
than this one and it was this kind of perfect 
port that made your friends with a Mega Drive 
incredibly jealous. 


3 If you owned a SNES and had a second 
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Pando Vitoria 


Super Metroid 


DEVELOPER: NINTENDO R&D1/INTELLIGENT SYSTEMS 
m YEAR RELEASED: 1994 M GENRE: ACTION/ 
ADVENTURE 


Few games have laid out their stalls quite so 
well as this. Super Metroid basically doesn't 
say a word, but It doesn't need to. If anything, 
that's the Joy of it — the mystery Is what keeps you 
playing and, even when you know what you're 
doing, this is not an easy world to explore. Setting 
“the template for an entire sub-genre, this can 

8 happily claim to be one of the most influential games ever made. The recent Virtual Console Wi U 
re-release has given us such greats as 'Y cant Metroid crawl', cementing It as one of the great work- 
it-out-as-you-go-along games out there... 
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+ Super Mario Kart 


a il NINTENDO EAD 
m YEAR RELEASED: 1992 M GENRE: RACER 














E Another obvious choice, although it'd take 
E | a real Blue Shell enthusiast (there's no such 
thing) to claim that Mario Kart was a fair way 
to settle disputes. Still, few would argue that this 
wasn't one of the great multiplayer games of our 
uma, especially in fe age be“ore the qame-breaszno 
Blue Shell came into play. Multiplayer rivalries can 
still be settled with this tried and tested method, although many cite more recent games — Double 
Dash, MK7 and even the Wii version — as the best. There's no right answer... well, okay, there is. And 


It's not Mario Kart 64. 
=! 
ra but it sti managed to feel la 


= 
vhatever tools you could foot from “um 


sh Je Dest gaming surprises of al ême 





The Legend Of Zelda: 
A Link To The Past 


EI DEVELOPER: NINTENDO EAD 
= YEAR RELEASED: 1991 GENRE: ACTION-RPG 
« 5 adventures | the bes? 


Arguments will rage um e eno o" ume as 10 vlnch o L 
2 oca: nt s definitely not Links Adventurd À E shi: | Se and Ocarina Of Time that 
most oem find thermeselves Tussâno for he top spot. Vinde the JU debut was unquestonabh 
EE OR | EST ar ELO r Tus beautiful and surprsing'y open 
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TOP 25 SUPER NINTENDO GAMES 


peruana Super Mario World 
































Pelar 
E ” E DEVELOPER: NINTENDO EAD mB YEAR RELEASED: 1990 E GENRE: PLATFORMER 
ea Nintendo's mascot was always going to be a from having one big map that really makes this feel like 
clear favourite to claim the top spot on this list, an epic journey, and one where the route — and even 
but the landslide took even those of us expecting the destination — arent always clear. Find a hidden exit 
a moustachioed number one by surprise. Mario to a stage and you can find yourself branching out into 
didn't just walk this list - he grabbed a Cape areas far more difficult than you're used to. But, with so 
Feather and flew over the top of the whole damn thing. many routes on offer, there's no shame in returning to 
With Super Mario World appearing as a pack-in with the beaten path in order to hurry along your journey to 
many console bundles, this would have been the first Bowser's castle. 
experience of 16-bit gaming for many people. And what Then, there's the way that each of the power-ups 
What Makes It a way to start — it'd be like your first taste of meat being | changes how you approach and traverse each stage. 
a huge T-bone steak, or your first car after passing your || A cape will let you soar up to hidden cloud platforms 
O uper test being a Ferrari. This is seen by many as being as if you can get the speed up to get lift in the first place, 
close as we've come to platforming perfection and, while a fire flower lets you muscle your way past many 
truth be told, we're in no position to argue. We still play obstacles. There are even a few situational pickups 
Hidden Exits Super Mario World regularly to this day and we're still (such as the one that turns Mario into a balloon) to use 
If you've got the right power- discovering new tricks and secrets hidden away in the and abuse, though it's definitely the trusty mushroom 
up and an explorer's spirit, many, feio stages. that will see the most use. You can even keep SE of 
there are loads of secret ways There S SO much to talk about in celebration of Super these back in reserve — useful if you know you I need 
to end levels prematurely. Mario World that it's difficult to know where to begin. it later in a tricky level and don't want to risk losing it 
Doing so can open up new But, we'l start as is logical — with pretty much the first along the way. | 
paths that let you speed thing you see when starting up the game. The map Whether or not there's such a thing as a perfect 
across the world map, as Star structure isn't entirely new, with Super Mario Bros 3 game is an argument that will never be won. Whether 
Road fans will know pulling much the same stunt albeit broken down by or not Super Mario World is the closest thing we've 
level. But, it's the improved sense of scale that comes seen to one, though? That's not even up for debate. 
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Perfect Design : 


Variety counts for a lot, 
though it's the fact that 
there's no weak link that 
proves the most amazing. 
Whether swimming, 
soaring, riding or climbing, 
Super Mario World never so 
much as misses a beat 






Dino Might 


Yoshi eggs are hidden away in 
many of the blocks scattered 
around Mario World, and 
unleashing the beast is always 
a joy. Not only does he offer 
you an extra hit, there are also 
certain areas that you simply 

can't reach without him 






















* Star Power 


Soaring above the 
| worldis Star Road, aset 
of super-tough stages with 
secret exits on every one. If 
you know where to find the 
lot, you can finish the entire 
game in less than 
ten minutes [=> 
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” Endless, 
Replayability 
So many exits, so many E 
routes, so many tiny little 

secrets to find... there's just 

so much to this game that, 
as we said, we're still finding 

new power-ups and hidden 
areas to this day. As close to 
the perfect platformer as you 
can get, basically 















“Boundless 
creativity and 
invention, pixel perfect 

level design, fiendish 
puzzles and power-ups 
that changed the 
dynamic of play” 
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POWJER-UP: 
eR-UP: THE SPECTRUM 128 


» [Spectrum Sinclair neglected to 
mention that Little Computer People 
had taken UP residence insid 
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ço a fantarê in 1982. 018 ot na pat Unir = you Eno an, OUVE lap 
tha feat” which impressed them. AgK of RAM was clearly à good fit, yet 
criticos the most was the there wele soon sIgNS thatit might not be 
generous amount of onboard memory enough. Multi-part adventure games started t0 
There was n ample 16K of RAM e appeal and mikro-Gen tamous!y released RS 
standard, with he moré expensivê model  Mikro-PlUS interface, whioh allowed for games 
poasting à positively prodigious K.h up to 6 aK in size. 
u consider The Mikro-Plus W28 a notable failure, 
are could help 


n 
ZX81 computers but maybe ad 
mes Sinclair's 


that Sinclair S xgo and 
came with attry 1K of RA O aa ais deliver bigger and better 9a 
Yet game developers wasted little time IN Microdrive aystem w8s atroduced as 
filling the available memory th graphics an storage solution that was preferable to tape, 
code. The first casualty was games for the 16K leading some of those in the press to suggest 
deo display occupl tnat game developers could make USe of the 
Microdrive cartridoe could 


fil the 











rougnly 7K, leaving just 
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Tew and far between. 
Punters were generally 
happy to stick with their bog- 
standard Spectrums and patiently load 
programs from tape. Something that held 
more sway was a brand new Spectrum, an 
enhanced model that packed new features 
including an extra 80K of lovely RAM. 

The Spectrum 128K was the first computer 
that Sinclair actively positioned as a games 
machine. At the machine's UK launch in 
February 1986, Sinclair's chief executive Bill 
Jeffery said: “VVe have focused the 128 on 
the entertainment sector. Recent market 
research has shown us that entertainment Is 
easily the most common use of computers in 
the home.” 

lt goes without saying that the 128 wasn't 
the machine that the company particularly 
wanted to put out. While stories that Sir Clive 
Sinclair couldn't abide silly little games are 
nonsense, It's no secret that he was more 


interested in the professional application of 
computers. But, the commercial failure of the 
Sinclair OL business machine prompted the 
firm to look back at its greatest triumph, the 
Spectrum, and try and rekindle some of that 
success. Therefore, the 128 was designed 
purely as an upgrade aimed at gamers. In this 
regard, the two chief additions were a three- 
channel AY audio chip to make games sound 
better and more memory because, well, you 
can never have enough of that stuff. To ensure 
compatibility with existing Spectrum software, 
the idiosyncratic video display was left 
untouched. One odd omission was the lack of 
built-in joystick ports, particularly as the Sinclair 
joystick standard introduced with the Interface 
2 add-on had already been widely adopted by 
developers. It seemed that you could always 
count on Sinclair to make at least one baffling 
design decision. 

So the platform was in place, but what 
about the software? At the launch, Sinclair 


ai CTREUATT 


iegudo 
EEN 


» [Spectrum] The 128K version 
of The NeverEnding Story 
featured a single load and 

the theme tune over the 48K 
outing. It's otherwise the same. 
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games in development. It was a healthy 
selection, with more than 60 titles from 
most of the main publishers — Ocean, US 


issued a catalogue listing all the new 128K 


Gold, Activision, Domark, Melbourne House, 
Mirrorsoft, Telecomsoft, Software Projects 
and more. But there was a problem. Nearly 
all of the games listed were already available 


for the 48K Spectrum. To find out what 


was happening you only had to look at the 


two titles bundled with the 128 — Daley 


Thompson's Super-Test and The NeverEnding 
Story, both from Ocean and both updates of 


existing titles. 


The original 48K Super-Test featured eight 
separate events that loaded in two blocks, 
while the 128K version added four new events 


and the vhole game loaded m are go. Th 
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Tyme, the third in the Magic Knight series 
of arcade adventure games, provided 
the perfect example of “how it should be 
done". Developer David Jones crammed 
the 128's memory full of screens, 
characters and puzzles — and only by 
severely cutting away at the content was he 
mm cm mam dd able to issue the subsequent 48K version. 
And the cost? Just £2.99, like the other 
games in Mastertronic's MAD range. 

The always excellent Chris Bourne of 
Sinclair User concluded his Knight Tyme 
was some nice AY music added too, including preview with the following sharp remarks: 






» [Spectrum] Spectrum RoboCop fans that wanted to 
play Ocean's sequel required 128K under the hood. It 
was the same for nearly all subsequent Ocean releases. 


a version of the Chariots Of Fire theme playing | “Perhaps other companies may learn a lesson 
over the main menu. The NeverEnding Story, from Mastertronic and follow suit — because 
meanwnhile, loaded in three parts on the 48K. If the new machine succeeds as it deserves 
The updated game was a single load and to, It's going to need a lot more than Spinoff 
added an AY version of the movie's theme Raiders Pt IV (128 version) stamped on the 
song that looped continually as you played. cassette inserts to convince people. VVell done 
Ocean claimed that the 128K version featured Mastertronic. VVho's next? ” 
'enhanced gameplay”, but the actual game 128 owners were asking the very same 
was the same with no new content added. question and, unfortunately, they'd have to You clearly developed ni A 

lt was the same story with the ten or so wait a while for an answer. Knight Tyme with A Ê ariima é gi data 
128K titles available at launch. All of them The 128 had only been on sale in the UK for Spectrum 428 in mim Re had some * E hat added 
were back catalogue titles with added Ay a few short months when it was announced a take compressor - fit the game 
audio as a minimum (with Odin's updates of that Amstrad had bought out the Sinclair ambítio | as po ent back 
Nodes Of Yesod and Robin Of The Wood computer business. Following the acquisition Mastertronic | mto 48h. + a gocrat 
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new sound was all you got). Most of them in April 1986, Amstrad announced that it etrum 128? 
did beef up the size of the game: Three would phase out the 128 and replace it with a have to W imo. | tm e q enjoyed tha 
WVeeks In Paradise added six new screens to new “Plus 2º model later in the year. big my cod At the cas nad à NOW acê 
explore while Sweevo's Whrled (an update In the meantime, enhanced 128K versions | esion Of fact ba dir dat WOS 
of Sweevo's World) added 60. A couple of of existing 48K titles continued to appear. A cut-down 48K ve : o! pe announcs 
titles — Technician Ted and Gladiator — actually They included: Rasputin (featuring more | : E nor officia ri jaunch 
tweaked the gameplay for the better. But, it screens, in-game music); International Match [ 
was clear that most publishers were happy to Day (new European Cup competition, goal 
test the water by dipping in a toe. celebration animation); Ghostbusters (new gar ongoina ad 

Thankfully, there was one software house 'bouncing ball" intro with AY movie theme); o Gusto was launco E 
which made a decent splash. Mastertronic Fairlight (new monsters, in-game music) | constra a title and 
was not averse to taking the odd risk, and Tau Ceti (larger playing area, additional p cho pg ” rqasonabis 
mainly due to its budget price points, and supporting data). All worthwhile purchases l furnahly ar 
forged ahead with the first game specifically — providing that you didn't already own the sound Chip: E 
developed for the Spectrum 128. Knight original versions. Pé 
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b Moving forward, the 128K rehashes 
dried up and new games started to appear 
in duel 48/128K format. One of the first such 
releases was the Level 9 adventure The Price 

Of Magik, which had the basic 48K version 

on one side of the tape and an enhanced 
128K version with location graphics and more 
detailed text descriptions on the other. Other 
titles that did a similar thing included Starglider, 
Renegade, Tai-Pan and Stunt Car Racer. 

An alternative approach was to implement a 
loader which detected the amount of available 
RAM and then loaded in extra data If 128K 

was found. An early example was CRLs Glider 
Rider, where David Whittaker's amazing AY 
soundtrack loaded in after the game data on 
the 128. This became the norm in later years. 
The Amstrad-manufactured Spectrum Plus 2 
launched in September 1986. It was essentially 
- nd RO RL E RECIOREca 
LE, DO 
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(6 Publishers played it safe, 
ensuring that their games 
were 48K compatible 77 


a 128 with a proper keyboard, integrated tape 
drive and twin Joystick ports — all common 
sense additions. And it was a success, with 
more than 300,000 Plus 2s sold in the first six 

months. Yet these numbers were still small 
compared to the millions of 48K machines still 
out there. Publishers accordingly played it safe, 
ensuring that their games were 48K compatible 


even If It meant poor (or nonexistent) sound and 
painful multi-loads. 


There were some exceptions. The 
Spectrum version of Little Computer People 
was a 128K-only affair when released in early 
1987. This was a smart move by Activision, 

as this unique sim would have suffered if 

squeezed into 48K. As it was, the only thing 
the player had to suffer was the 13-minute 
load time. Magnetic Scroll's classic adventure 

The Pawn was also 128K-only — and that was 

just text without any location graphics. 

The most impressive 128K exclusive 
wouldn't arrive until August 1988. Developed 
by Denton Designs and published by Ocean, 
Where Time Stood' Still was the closest thing 

yet to a Spectrum mega-game. Not only was 
this sprawling adventure far too big for 48K 
but, technically, it couldn't be done without 


compromising the game's visual impact. This 
was because it used the shadow screen (that 
was only present in the 128K hardware) as 
a double-buffer to produce a large, smooth- 
scrolling playing area. The result was a game 
that truly showcased the bigger-memory 
rendition of the Spectrum. 
VVhere Time Stood' Still was followed by 
two high profile 128K-only titles — Gremtlin's 
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— but it wasn't until 1990 that 128K games 


The Muncher and Rainbird's Carrier Command. weren't a fan of uninspired film licences 


really became commonplace. Rather fittingly it 


was Ocean, the company that backed the 128 
from the very beginning, that ushered In the 
change with its key Christmas 1990 line-up. 
Robolop 2, Chase HO 2, Pang and NARC 

would only run on 128K machines. It vvas an 
expected and largely unopposed shift, with 
the presumption being that anyone still buying 
full-price Spectrum software would have likely 
upgraded to a new 128K model at some point 
lt vvas also good news for the developers, 
which were now working to a 128K spec. 
US Gold, Domark and several other 
publishers then followed suit. In the 
Spectrum's twilight years, if you didn't own 


a 128K machine then you'd 
certainly miss 


out on many 
chart-topping 


titles. But 
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and overambitious coin-op conversions then 


perhaps you weren't missing out that much 
after all. 






Which brings us back to Sir Clive's opening 
speech at the 128's London launch, where he 
boldly predicted the arrival of games “quite 
unlike anything seen before”. That was funny 

then and even funnier now, particularly as early 
128K games were entirely like everything seen 
before, with just a few tweaks and twiddles. 
Yet, over the years, the 128K software 
library slowly amassed a decent amount of 
accomplished, must-have titles — certainly 


enough to justify the cost of upgrading the old 
48K Speccy. 
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» [Spectrum] “l am 
Rasputin, heh heh heh!” 
mocked the sinister green 
face on the 128K version 


ofthe game. 
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SCORE aus 


Rainbow Walker 


NOTHING TO DO WITH THE WIZARD OF 0Z 


RETROREVIVAL 


- » Atari AS 

» Synapse Software 

» 1983 

Synapse Software is better 

known for the likes of Blue 

Max, Alley Cat and Shamus, 
but it's the delightful Rainbow Walker by 
Steve Coleman that remains my favourite 
game by the developer. It's something of an 
oddity, playing like a bizarre cross between 
Trailblazer, O*bert and Wizball, but the end 
result is a highly refreshing game that still 
packs a tough challenge today. 

Playing a brave warrior named Cedric, you 
start off on a drab colourless rainbow and must 
restore it to its former beauty by jumping from 
tile to tile. It's a concept that works extremely 
well, with Cedric being able to jump In eight 






directions as he attempts to restore colour to 
the world below him. Press the fire button and 
Cedric increases his jump by an additional space, 
handy for clearing the rainbow's many gaps. 

To make Cedric's task more difficult, 
numerous enemies will appear, some of which 
will make coloured tiles grey again once they 
come into contact with them. Certain enemies 
will push Cedric backwards, kill him on contact 
or fly off with him before dumping him into the 
ether, so they need to be avoided. 

Fortunately, certain tiles feature power-ups 
that can aid Cedric's adventure, with the best 
ones being freeze squares that allow Cedrie 
to stomp enemies with his magic boots. Fast 
paced and with slick arcade controls, Rainbow 
VValker is a complete and utter gem that does 
Synapse proud. WE 
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IN POLE 
POSITION 








Racing into the competitive budget market, Zeppelin Games 
(now Eutechnyx) has stayed on track for the last 25 years. 
Andrew Fisher talks to founder Brian Jobling and the people 
who made the games to find out how the company has changed 


any stories of software houses 

from the Eighties include a 

teenager programmer buying 

a fast car, and this one is no 
exception. “At the age of 14 | wrote a 
“complete copier' programme which 
allowed the user to copy any tape 
game,” recalls Brian Jobling of his start 
in the industry. 

“At the age of 14 | wrote a “complete 
copler” programme which allowed the user 
to copy any tape game,” recalls Brian Jobling 
about his start in the industry. “One publisher 
realised the potential and suggested that 
| use my cracking knowledge to create a 
protection system. | started writing protection 
systems for the major gaming publishers 
at a royalty of two pence per cassette. 

By the time | was 17, | had made enough 
money to buy my first Porsche.” Brian left 
school and started working for Tynesoft as a 
programmer. “During this time | met Derek 
Brewster, a renowned games programmer 
who was responsible for Codename MAT.” 
Derek had left his previous position as 
adventure columnist for CRASH. The pair 
decided to form their own development 
studio, Zeppelin Games, in November 1987. 


After working from home for years, the 
company opened for business at offices on 
Osborne Road in Newcastle. 

The first wave of software set a high 
standard. Draconus featured excellent 
graphics and a main character who switched 
from fire-breathing beast to swimming 
fish. Duncan Scott Kershaw, who would 
later write games for Zeppelin, recalls, “| 
remember buying that game to check out the 
competition and was massively impressed. 
lt really was a great game. It doesn't look 
much today but, at the time, it totally raised 
the quality bar for budget games.” Zybex 
earned a prestigious ZZAP! Silver Medal and 
wowed fans with its horizontally scrolling 
shoot-'em-up action. Key members of the iIn- 
house team were programmer Kevin Franklin, 
graphic artist Michael Owens and musician 
Adam Gilmore. Brian himself continued to 
program for the Atari 8-bit machine. 

Brian admits that things were pretty 
tough to start with. “| started Zeppelin 
Games with the mindset of giving it two 
years, but 25 years later Eutechnyx is still 
here! In the early days of the industry It was 
an extremely cut-throat market. Every game 
was piggybacked by a different studio's 
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» [Amstrad] 2088 added some original TREE 
| Ideasto its Robotron-style gameplay. 





take on the same idea — if one studio had 
success with a game, It was Inevitable that 
soon enough there would be multiple takes 
on the same idea or style of game. It was 
a great time though — with Mastertronic, 
Ocean, Imagine, Codemasters, Quicksilva, 
Hi-Tec, etc — great British innovators leading 
the world in game development.” 

After co-founders Derek Brewster and 
Martin O'Donnell left the company in 1989, 


| Brian's brother Darren would join full-time. The 
| Company moved to Houghton-le-Spring near 


Durham. Big name licenses including the hit 


| TV show Neighbours required a bigger budget 
; and were published on Impulze, a new full- 
- price label. There were also games for the 16- 








» Duncan Scott Kershaw in his 
office, negotiating another deal 
back in June 1992. 


bit Amiga and Atari ST. To stay competitive, 
new games were bought in from other 
developers to publish, and Zeppelin would 
often commission teams or programmers 
to complete a game to a design. One such 
programmer was Michael Batty. 

“I contacted Zeppelin in spring 1990 when 
| was trying to sell Earth Shaker to a software 
company. It vvas good to find a Spectrum 
software company in the North East,” says 
Michael. “Unfortunately Zeppelin turned Earth 
Shaker down. They could see it vas a good 
piece of work but were wary of publishing 
it because First Star had been threatening 
legal action against Boulder Dash 'clones' 
at the time. But they asked me if | would 
like to work on Full Throttle Il instead.” This 
was a planned sequel to a game by Mervyn 
J Estcourt, as Zeppelin had re-released his 
Deathchase and Full Throttle games (through 
Derek Brewster's contacts with Micromega). 
“Estcourt's gameplay was spot on in both Full 
Throttle and Deathchase (which | preferred). 
| don't think my gameplay was ever going to 
match that. | was reasonably pleased with 1t, 
as It was only eight or ten weeks' work.” 





ichael was studying mathematics 
at Edinburgh University and only 
occasionally went to the offices. 
“| found Zeppelin's offices in 
Houghton relaxed and friendly and enjoyed 
going there. It was quite small, compared 
with Eutechnyx anyway. Two or three of 
the staff had their own offices and there 
was a programmer's room and a big store 
room full of tapes which Ifm sure led down 
to deep underground caverns full of even 
more tapes. Brian and Darren had bags 
of enthusiasm and a professional manner 
about them.” Zeppelin presented Michael 
with another game to work on — Tai Chi 
Tortoise. “That was a name they came up 
with along with the (somewhat bonkers) 
plot about the future of cheese. Teenage 
Mutant Hero Turtles [was] popular at the 
time so | assume it was based on that. Like 
Full Throttle |, | was given a half-finished 
piece of code someone else had been 
working on but | found It easier to start from 
scratch myself and use my own library of 
routines. | used Zeppelin's game concepts 
but did my own graphics and music. | 


In the early days of the Industry It 
was an extremely cutthroat marvet 


BRIAN JOBLING 
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SOFT SOAP 


How do you turn a TV soap opera into a computer game? Datasoft 
transformed the machinations of the Ewing family into a text 
adventure with The Dallas Quest. Macsen's Spectrum Eastenders 
game was a series of terrible mini-games based in locations around 
Albert Square. So what did Impulze (Zeppelin's full price label) do with 
the lucrative Neighbours license? They turned it into a racing game set 
in Erinsborough. 

The player controlled Scott Robinson on his skateboard, with up 
to four other characters to compete against. Charlene had a go-kart, 
Henry his ride-on lawnmower, Mike was on another skateboard and 
Matt had borrowed Mike's motorbike. It all made as much sense as a 
Harold Bishop storyline, with players dodging kangaroos and remote 
controlled cars in boring isometric tracks that resembled Paperboy. By 
the time it was released, nearly all of the characters depicted had left 
the show... 


Ad a Batel 



















INSTANT 
EXPERT 


E Zeppelin formed in 1987 and remains in 
business as Eutechnyx, now specialising in 
racing and driving games. The company has 
stayed loyal to the North East of England, 
starting in Newcastle and now based 

in Gateshead. 

























E Brian Jobling was just 17 when he co-founded 
Zeppelin with Derek Brewster, Spectrum 
programmer and former CRASH columnist. 

E There were four different labels under the 
Zeppelin banner — Cognito, Impulze, Zeppelin 
Premier and Zeppelin Platinum. 










E The Zeppelin Air Crew club gave two free 
8-bit budget games or one free 16-bit game to 
new members for the £ 7.99 subscription fee, 
along with posters and a magazine. Several 
software companies at the time ran their own 
clubs, offering discounts and merchandise. 


EI 
LEE CHUNG 


» [C64] Fist Fighter was a budget take on Street Fighter Il but reviewed poorly. 
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» [C64] P...p...play as a penguin in International 5-A-Side's hidden mode. 
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» [Atari 8-Bit] The match highlights sequence from the 
Kenny Dalglish endorsed football management game. 


6000  AFTERNOOM AHD HELCOME TO 


ATEH F 





THE DAY 


» [C64] Pixel versions of Jimmy Hill and Des Lynam | 
introducing the highlights in Match Of The Day. 


b» had lots of spare graphics kicking around 
from half-finished games.” 

Ninjas were also popular with budget 
companies — Mastertronic had Sculptured 
Software's flick-screen Ninja and Firebird 
released Ninja Master with its Decathlon- 
style events. Zeppelin jumped onto the ninja 
bandwagon with two releases of Its own. 
Ninja Commando stood out with its tiny well- 
animated sprites, the ninja leaping onto bad 
guys to earn extra weapons. Robert Toone, 
part of the Gremlin team based in Derby that 
became the core of Core Design, contributed 
his personal project Bionic Ninja. 

“Bionic Ninja was one of the first games | 
ever programmed, it was a spare time effort 
with graphics by my good friend Simon 
Phipps. | had the design down and used this 
game to really learn how to program whole 
games with all their complexities,” says 
Robert. “Ve found Zeppelin after we finished 
It, as we needed a publisher and they were 
advertising for games to release. They were 
very professional and my dealings with them 
were without Incident, which Is always a nice 
thing. | do remember very clearly the displays 
they had in the computer games shops at the 
time, and being very proud to have one of my 
own games on their list.” 

Looking back at the game for this feature, 
Robert found a video playthrough online. 

“| have to tell you, it made me a little sad. 
People just come along and demean your 
game, one that you poured yourself into for 
a small portion of your life. | still believe the 
basic design to be good, learn each bad guy 
who has particular vweaknesses and then on 
later levels mix and match them to create a 
more interesting gameplay experience.” 
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DEREK BREWSTER AND BRIAN 
GAMES, WITH AN EMPHASIS ON 
BUDGET SOFTWARE. 


JOBLING FORM ZEPPELIN 
DARREN JOBLING JOINS THE 


HOLDS 100 PER CENT OF 
COMPANY. 


THE COMPANY SHARES, 





MANAGING DIRECTOR. 





THE JOBLING FAMILY 
APPOINTING BRIAN AS 











mong the programming teams that 
worked for more than one budget 
publisher was Reflective Designs, 
based in Bradford's Wool Exchange 
and headed by programmer Duncan Scott 
Kershaw and musician Gerald Gourley. 
Duncan first got into programming in 1983, 
and talks about his first project for Zeppelin, 
completed in 1990. “| was a freelance coder 
and just finished off Cobra Force for Players 
Premier, and wanted a quick project to pay 
for a lad's holiday to Corfu. | called Zeppelin 
and signed up to do Kick Box Vigilante for 
£ 7/50. A month later | sent them the finished 
game, received my cheque and went on 
holiday. Back In the day, nobody did any 
OA on our titles; you coded them, got your 
mates to play the game and often sent them 
directly to the duplication factory. | could have 
put anything on the tape...” 

Duncan describers how tough It was 
to get Into the industry. “It was a matter 
of sending off dozens of floppy disk 
sulbmissions to publishers and hoping they'd 
like what you'd made. After eventually getting 
my first game published, it became easier to 
sign up new projects. To get work, you'd just 
call publishers asking if they had any games 
they wanted making or converting. Most 
deals were done on the phone, followed 
by a contract a few days later.” Zeppelin 
approached Duncan with an idea for another 
title. “Zeppelin asked for a “Christmassy type 
game” — | agreed and re-skinned a scrolling 
shoot-'em-up | was working on (later to be 
released as Steel Eagle for Players Premien. 
A good friend of mine, Mark Wilson, wrote 
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» [C64] Zybexis an ace scrolling 
shoot-'em-up that you need to play. 


PUBLISHING DEAL. EUTECHNYX 
FOCUSES ON DRIVING & 


MACHINES CONSOLE GAMES. 
RACING GAMES. 


THE COMPANY RELEASES ITS 


LAST 8-BIT TITLES. 
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COMPANY AND RENAMES IT 
MERIT STUDIOS EUROPE. 
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MERIT STUDIOS BUYS THE 





WHERE ARE THEY NOW? 








Brian and Darren Jobling 

Brian (pictured, right) has stayed at the company 
throughout the last 25 years, now In the role of 
executive chairman and frequently flying around 
the world to supervise development. Other family 
members have been involved, with brother Darren 
(pictured left) the current Chief Operating Officer. 


Michael Batty 

Michael earned his 
mathematics degree and 
became Doctor Batty in 
1998, studying geometric 
group theory and the 
group-theoretic aspects 
of quantum computing. 
After lecturing at several 
major universities, Michael 
! retrained in computer 
science and went into web design. Currently 
working for web design agency TH NKin 
Newcastle, among his projects is the www. 
pottermore.com website for Harry Potter fans. 











» [Spectrum] Michael Batty's 
Full Throttle Ilin action. 
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É É License holders trust us with 
their Intelectual property 1 


BRIAN JOBLING 


Duncan Scott Kershaw 
Duncan worked for jm 
Codemasters, where j 
he created music b, 
drivers for the Game | 
Gear and Master | 
System. As he puts 

it himself, he “turned | 
to the dark side” and f 
became a producer. | 
He is currently at 
Square Enix London, 
where he was proud 
to be part of the team 
that brought Sleeping 
Dogs to the market. 
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Robert Toone 

Robert was at Core Design until 1994, before 
briefly joining Malibu Games (a subsidiary of 
THO). At Mass Media Inc, formed by former 
Cinemaware directors, he worked on the Nintendo 
64 conversion of StarCraft. When THO closed the 
studio, Robert was part of the new Mass Media 
Games start-up that rose from the ashes. 


chips, and 6502 assembly.” 


Drew Rodger 

After Zeppelin, Drew's next job in the games 
industry was at Crush! Holdings, run by industry 
veteran Jon Dean. He describes it as a fun place 
to work with many talented people and late-night 
Quake LAN sessions. Cash flow problems saw 
the company close just four months after Drew 
had joined. Drew switched to IT and is currently 
telecommuting from his home in Belfast. 





ney 
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» [PlayStation] Total Drivin” 
was the game that set a 
new direction for the newly- 
renamed Eutechnyx. 








» [C64] Alternative had The Official Father Christmas, so » [C64] An Atari ST version of Zeppelin's second 
Zeppelin published Santa's Christmas Capers. logo, after rebranding in the early Nineties. 


» [Atari 8-Bit] Kill it with fire. 
Draconus had a neat way of dealing 
with the numerous enemies. 
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the music for the game, which gave it a 
nice cheesy Christmassy vibe. Believe it or 
not, that game (Santa's Christmas Capers) 
went to number one.” The story has an 
unhappy ending, with Duncan taking legal 
action to get full payment — something 
that happened with many companies at 
the time, making such freelance work 
precarious. He talks fondly about his 
haunted office, the bizarre moment a gun 
was pushed through the letterbox one 
lunchtime and how he misses coding. 
“The industry has changed massively over 
the years, but | still enjoy making games 
and feel privileged to work in such an 
exciting business. You knew where you 
were with 64K of RAM, the SID and VIC 


eppelin carried on supporting 

the 8-bit machines well Into the 
Nineties, which vas applauded by 

the magazines at the time. “It was 

part of the heritage of Zeppelin Games and, 

at that time, there was still a great demand 

for the software,” explains Brian. Among 

the last wave of titles was the briliant Arnie Ie 
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ZYBEX 


One of the best horizontally 
scrolling shoot-'em-ups on 8-bit 
and all at a budget price. Great 
visuals and sounds on all formats 
complement the excellent 
weapon system (collect weapons 
to Increase their strength, lose 
strength from the weapon you 
are holding when you die) and the 
choice of route through the game. 








STACK UP 


Taking its cue from Columns, this is 
a bright and colourful puzzle game 
on both 8 and 16-bit formats. The 
difficulty level soon builds up but 

it has that elusive “just one more 
go factor that Is typical of the best 
games in the genre. It also proved 
that there was more to Zeppelin 
Games than just sports and racing 
titles. An enjoyable puzzler. 


DEFINING GAMES 
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TITANIC BLINKY 


This was Blinky's second outing, 
the first being Blinky's Scary 

1 School. The little ghost has to 

- thwart eccentric millionaire Arthur 

1 J Hackensack in his base — the 

| recently raised SS Titanic. The end 

1 result is a great mixture of puzzles 

- and platform action, with cute and 

! colourful graphics that could rival the 
1 best Dizzy games. 


ARNIE (C64) 
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has its flaws. 





Chris Butler delivered a budget 
blast in the mould of Commando 

— one man taking on an army in a 
twisting maze of isometric scrolling. 
Diminutive sprites and powerful 
extra weapons make this a lot 

of fun. The horizontally scrolling 
Amiga game is very different, and 
the C64 sequel that arrived in 1993 





AUTO CLUB 
REVOLUTION 


Could free-to-play be the future 

for the company? This PC game 
has single and multiplayer modes 
on recreated tracks, but it is the 
community features (with players 
racing in Auto Clubs to climb the 
leaderboards and ear new licensed 
cars like this gorgeous Mclaren 
MP4) that will appeal the most. 








&» by veteran C64 coder Chris Butler and the 
very cute platform game The Bod Squad — 

featuring an alien who travelled through time 
in a blue police box. Zeppelin also re-released 


ts full price titles at a budget price but 


continued to create original titles for various 


systems. Working on many of those late 
releases was musician Drew Rodger, who 


first got a Commodore 64 in 1984 and started 


composing after meeting fellovv musician 
Barry Leitch at his local computer club. 


“Id get a phone call from Gareth Briggs 


(development manager who would give 
me the title of the game — for example, 
“International 5-A-Side' and verbally list 


the tunes and sound effects required: Title 


music, Hi-Score, Game-Over, Whistle, 
Crowd Cheer etc. I'd normally have 
three or four days to turn that around,” 
remembers Drew. “ Sleepwalker was the 


first commercial game | worked on so that 
was a real buzz, but at the same time It was 
a bit terrifying to think that | was involved In 


creating something that would actually be 


sold in shops! The Sleepvalker title music 
was 'Inspired' by the tune playing over the 
end credits to a children's wildlife program 
that just happened to be on TV the afternoon 


| got the job!” Sleepwalker (not to be 


confused with Ocean's Comic Relief game) 


sees a young man trying to protect his 


sleepwalking uncle from the many hazards 

(loose wires, falling bricks and exposed nails) 
around a dilapidated mansion. Drew tried out 
ideas on a Yamaha keyboard before entering 


all the notes manually in an assembler. 


“Zeppelin were fun to work for and (almost) 


always paid me on-time. | think they liked 
me because | was cheap!” 


The big change came in 1993. “Zeppelin 


Games was sold to Merit Studios in 1993 
and was renamed Merit Studios Europe. 
This allowed all games produced in the 






66 | RETRO GAMER 


European offices to be published in the US 
market and all the US produced games could 





De pubbshed nm fre European maragi. [he 
o move wes an invaluabis experence — if 
J taught us everything we know abou! tha 
Armericans and the American marcet, 
Bran remembers. Just tvvo fitas «vou 
be published under the IMerit Studios 
name = The Machines (a PC por 0! 
Amiga game Universal Viamao) and Bud 
Tuckar in Doublo Troubla 
As tha compary looked to ney 
markets, it worked alongada former nvais 
Codemasters on icensed console games 
The Pata Sampras tennis games for the 
Ea. Mega Drive used the innovative J-Cart to 
no provide multiplayer scbon, ingludino 
==. four human players for a game 
Te «  doubles, Zeppelin also 


















É é Brian and Darren had bags df 
enthusiasm and a professional 
manner about them HH 


MICHAEL BATTY 


» [Atari ST] True to life, rain stops play in a game between 
England and Australia (World Class Cricket). 





» [Amiga] Carnage was a 16-bittop-down racer. 





converting Micro Machines to the SNES. 
However, the new generation of CD-based 
consoles offered a big opportunity, and came 
with a new name. 

“Darren got the name out of an old English 
dictionary, just below Eurythmics,” says Brian. 
“Eutechnyx was originally spelt Eutechnics, 
which means 'a well-ordered sequence of 
events' — which is exactly what computer 
game code is. Unfortunately, at the time, the 
domain name Eutechnics.com was already 
taken, so we decided to change the spelling 
to Eutechnyx. We have regretted it ever since, 
having to spell it at least five times every 
day!” The newly named company parted with 
Merit Studios, earned a license to develop and 
publish games on the PlayStation and entered 
into a three-year publishing deal with the 
French company Infogrames. This Is also the 
time when the emphasis on racing and driving 
titles first came to the fore. 

“In 1996, Eutechnyx had two games in 
development for the original PlayStation — 
one was an RPG called Sato City and the 
other a driving game, Total Drivin' When 
the deal with Infogrames was made the 
publisher was keen to produce a racing game 
to add to their catalogue — so, Total Drivin' it 
was and the rest Is history!” explains Brian, 
adding “If we had made Sato City, it all could 
have been so different...” 

The company has continued to develop 
and publish games with cars — and trucks 











KR poOLE POSITION - ZePPELIN GAMES 
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» [Spectrum] Who says tortoises can't do Tai Chi? 





SPORTY 
Sports games were ADAPTABILITY 
a big seller for budget Zeppelin has always 

companies, quick to develop supported different formats. 

and guaranteed to appeal to In 8-bit times It released games 
players. Change shirt colour and for Atari 800 and MSX, moved 
you have a new character/team/ onto 16-bit and PC and now 

country. International Ice Hockey and Eutechnyx covers the major 

the football management games consoles as well 

featuring Kenny Dalglish and as PC. 


Graeme Souness are 
prime examples. 





— In them. Le Mans 24 Hours (known as 
Test Drive Le Mans in the USA) simulated 
the famous endurance race and allowed the 
player to drive for 24 hours if they wanted to, 
while 007 Racing gave the chance to drive 
many of the iconic cars from the James 
Bond films. Big Mutha Truckers, published by 
THO, sold over 1 million units but drew the 
company into controversy. “We've worked 
on over 350 games, but only one of them 
resulted in death threats! When Big Mutha 
Truckers was released in the USA some 
truckers took real offence to our portrayal of 
the average life of a trucker. Ever since, we 
give those 18-wheelers a wide berth when 
we hit the States!” remarks Brian. Still, there 
was demand for a sequel. 


AF errar É Prarliecere 


th the Infogrames deal coming 
to an end, the Jobling brothers 
bought out the French company 
to regain control. The games and 
licenses continued, right up to the current 
NASCAR deal. “We attract the best staff 
from around the world that want to make 
great racing games,” says Brian. “Eutechnyx 
has developed a great reputation for driving 
and racing games, including Formula 7, 
NASCAR, 007, Ferrari Challenge, and many 
others. Eutechnyx has become the world's 
leading independent driving and racing 
game developer — publishers trust us with 
their biggest projects and license holders 


TRENDY 
The budget market 
was filled with 'copycat' 
releases, so spotting a 
trend and getting your game 
out quickly was important. 
Be it wrestling, one-on-one 
combat or ninjas, Zeppelin 


























trust us with their intellectual property.” The put out its take on 
company has expanded overseas thanks them al. 

to further investment, opening offices in RACY 

three countries. It is now pushing forwards Zeppelin had mixed 

with Auto Club Revolution — a free-to-play results in the racing 


browser-based racing game with several genre, from the Badlands/ 
social features Super Sprint inspired Carnage to 


the poorly received International 
In closing, how does Brian see the future? 


; Truck Racing. But, Eutechnyx BRAND 
The computer games industry Is very much has gone from strength to FRIENDLY 
about change. Over 25 years Eutechnyx has strength, gaining major 


The company built a good 


seen more than its fair share of evolution in licences and building understanding with the BBC, 
a reputation. 


the games market. It seems as though now licensing Match Of The Day as an 

we have gone full circle — starting with £1.99 icon-driven football management game, 

tape cassette games, we've moved up to full eu 
opera Neighbours (then shown on the 

price console £59.99 retail games and now, BBC). ITV's Round The Bend was another 


with the build up of mobile gaming, we are 
back to 99 pence! The industry very much 
moves in cycles and, although this change 
has been the most significant in 25 years, the 
need for great games has never disappeared. 
25 years later, Eutechnyx Is still here and is 
continuing to build upon its strengths.” 


children's show license. Nowadays, 
Eutechnyx works closely with car 
manufacturers, racing teams and 
famous drivers to recreate 
them in-game. 
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THe HISTORY OF CANNON FODDER 





Eu + every tr rs Loss Deita Pre ada ni | Cannon Fodder and 
E e a | ay dirough a o | will often drop you in 


» [PC] There is a variety of vehicles to use, and 
they get more impressive the further you get. 


» 
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“TURN 


Jon Hare discusses that insane difficulty spike 
In the original Cannon Fodder 


One of the most infamous aspects 
of Cannon Fodderis the difficulty 
spike that hits you on Mission 
Eight. We were keen to get Jon's 
thoughts on a Stage that was so 
difficult, Stuart Campbell (and we 
bet a large number of gamers) 
never saw past it. 
“Personally, with the exception 
of the football games, I've not 
goiten that involved with the 
difficulty settings of any of our games,” begins Jon when we 
broach the subject to him. “You get too close to it. You know? And you 
get too good at it, so I'm happy to rely on mathematical calculations 
of difficulty, like little equations on Al Strength and stuff. We can just 
change numbers to make things easier. | think round about Mission 
Eight it got a bit complex, in retrospect.” 


out of the jeep before it sank and swim away. If you were watching a 
Bond movie you'd go: “Okay, | understand what I'm doing, fair enough', 
but | guess it was a bit counterintuitive and that was the block that 
people got to. It wasn't even so much the difficulty setting of the Al, it 
was just the puzzle was a bit too abstract for some people.” 








THe HISTORY OF CANNON FODDER 





E! » [Amiga] Sadly, budget cuts meantthat apo 
the plot of Cannon Fodder 2 was never 
really explained. 


» [Amiga] Iwantmy mummy! 


“Po ME IT'S A CROSS 
BEEWEEN A “NAM FILM 
AND BLACKADDER” 


» [Amigal There are a number of 
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» [PC] If you thought things were hard to 
see in Cannon Fodder 2, wait until you 
play the mess that is Cannon Fodder 3. 


in since leaving Sensible Software, buthe 
was about 10 be dealt another cruel blow. 
"Codemastars, who were going iough O 
periods of getting themselves ready for 

sale at the time, needed some money 

PTafo No [cfoi(o [10 War) Mo als; of the best assets 

they had was their Fulham office,” Jon 

glumby recalls. "So they sold the building 

in Fulham for a few milhon quid and the 

whole team disappeared.” 


Y annon Fodder 3 disappeared with 
t, but Jon doggediy refused to 
( give up on the project and before 
Í long found himself with another 
internal team who were at a loose end 
aftes the game they had been woraing Om 
was also canned. Work started up once 
again, but was again aborted, meaning it 
was Jon's third and final strike. We begin 
to get às frustrated as Jon sounds on the 
phone because, 25 he starts talking about 
his plans for Cannon Fodder 3, t's char 
that he still has a lot ol passion and belo! 
in the project he just couldn't get off 
the ground. 

“This is a game ld still like to make by 
ha way he telis us, beforo gotng into 
some of the games more interesdnig 
machanics. Jon goes on to describe how 
vou would be working for the US 
Peace Force and would have 
access to a number of difigrent 
men dt the beginmung of each 
stage, sach with their own skill 
sets. Additonal men can be 

found as you explore levels, 

which in turn can be added 

so your slowly growing army, 

etfecuvely qiving YOU Moro 
Nexibility as you approach gach 


the Russian conflict 
has now gotten 
worse, H you'd 
sca earlier tho 
= e: be so nico sega 
also building up nuclear asia ns tha 
a li so the longer you leave them 
es mb they get.” ni 
PARA A o [SlSTTo Taio] ia particular 
[E iisepo pl Fodder 3 Stays in Jon's 
ese ice ristadão string of canceliationa 
With the series. À PSP o sites fndçlan 


een Uting was planned, 
ply titlad Cannon [80/0 [0 [=] uu in 


na involvement = which featured 
Eneida call im air strikes Ari So a 
ões o Creta os from flamethrowers 
Pe per rifles. Although it was dus for 
E e ay in 2007, it never actually 
e ia Stinac WD got Cannon Fodder 
Vet Etico Jon nor Stuart have 
entao a stinctly average follow-up that 
nei ugiy visuais, bland level d gr 
to es bet es of enemy ah 
ria a | lots ofover-the-top and rath 
F RS rr piosions. Wihila it sil looks io 
No er game and plays like one 
bl » by clunkier controls, garish 
| ia extrameiy cul Level design. It; 
| eespcagã à POST game, considering how ; 
Pi rears it took to actually arive 
Eta note for the series to finish vi 
Sa Pei tha real question is whather 
[ce aa ever return to attempt a Cann 
ça 4i Codemasters was willing dá 
| mes in doing dt Iguess ) If 
e + gera to pay money...” Our 
Ú ortans is not to hold your breath 
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ia Thanks to Jon Hare, Stuart 


THe HISTORY OF CANNON FODDER 
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BLUE MAX RED BARON 
E YEAR: 1983 E YEAR: 1980 
m DEVELOPER: SYNAPSE SOFTWARE Em DEVELOPER: ATARI INC 
m GENRE: SHOOT-EM-UP TOS NINHS A (NO 
Zaxxon was an extremely popular arcade This is one of the earliest videogames set in a A 
blaster, so it was only a matter of time before World War and in some respects plays like an 
we got a home equivalent. Blue Max is one earlier version of Atari's smash hit Star Wars. 
of the best, replacing the futuristic ship with Playing a bi-plane pilot you must take down f M 
a Sopwith Camel and the Zaxxon theme tune incoming enemy planes, while avoiding their — 
THE GREAT ESCAPE with Rule Britannia. It's a fast-paced shooter return fire. It's effectively Battlezonein the sky po 
that allows you to change altitude as you weave | and shares the same vector graphics hardware. | 
Who cares if it had little in common with the film it was based on? The Great Escape was a superb your way past enemy fighters and take out It's not aged as well as the aforementioned Star | 
isometric adventure from Denton Designs that still plays brilliantly today. Unlike many other war strategically placed bomb targets. A highly Wars, but proved to be a lot offun when it turned | 
games, you're actually a prisoner who is trying to escape his German captors. You do this by sneaking | satisfying blaster. up in Game Room. 
around the grounds, retrieving specific items and following the daily routines of your fellow prisoners. 



















RETURN FIRE 
E YEAR: 1995 m DEVELOPER: SILENT 
SOFTWARE INC m GENRE: RTS 
A thrilling game of capture-the-flag that becomes 
amazingly tense when played against a second 





player. Single-player was less exciting, as there 
was no proper Al in place, but the beautifully 
balanced multiplayer mode more than made up 
for it. It was later released on PlayStation and PC. 





CALL OF DUTY 
m YEAR: 2003 











— W YEAR: 2006 
m DEVELOPER: RELIC ENTERTAINMENT | | m DEVELOPER: INFINITY WARD 
EC VINHINE E GENRE: FIRST-PERSON SHOOTER 

| Tremendously refreshing upon release, and not Before Black Ops, Ghosts and Modern Warfare 

| just dueto its World War Il setting. There's a there was just Call Of Duty — and it was great. 

tu bigger focus on meromanagemend, a huge Created by many of the team members who had 

“amount ot customesahor mn boriliantiy designed worked on Medal Of Honor: Allied Assault, Call 
eps Bal ofter plenty of repisyuzdos is beem | OfDuty was notable for following the exploits 

pd by some excrdenl exponsons. of three different soldiers and introducing neat 

e le Company Of Heroes 2 has just EILOE | effects like help from allied soldiers, cover and 

ed ty Sega to criical acciam simulating getting tinnitus when hit by shells. 


1942 

m YEAR: 1984 
a | m DEVELOPER: CAPCOM 
- a e m GENRE: CAPCOM 


This fantastic shooter is set in the Pacific 










Theatre of World War Il and focusses on you & 





— ——— E da = 


shooting down enemy fighters. There's only a 

a single power-up on offer, but well designed COMMANDOS: BEHIND ENEMY LI ES EO "su T x fa: | hi É À 
attack waves and a variety of aircraft and m YEAR: 1998 m DEVELOPER: PYRO STUDIOS m GENRE: STRATEGY 
ships ensures that the action remains fast Commandos plays like a thinking man's Cannon Fodder 5 | across mpress et 
and furious. It has spawned numerous gica sefund eneeny li 
edu Si over Ve pag with the roi ng 
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“£ R was the first time | 

had encountered parallel 
processing, which took 

some getting used to -- 
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JAGUAR: 20 YEARS ON 


Atari's last games console remains one of the biggest missed opportunities 
In the history of our industry. Kieren Hawken went out on the prowlto find out 
why this much-maligned console is still purring after all these years 











he Jaguar story begins back in 1989, 
around the same time Atari was 


releasing its Lynx handheld. Richard 
Miller — a former member of a team of 


ex-Sinclair engineers Flare Technology, who had 
previously developed the Konix Multi-System 


— was now a director over at Atari in Sunnyvale 
where it was working on a new 16/32-bit hybrid 


console then known as “Blossom”. 
At this point It was just a video chip and Atari 
required assistance in completing the project, s 
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way to go. While Atari 
had been working on 
the Panther, Flare had 


been working on a project 


| Of its own — the Flare || 
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| become old hat. To Atari's credit, it listened and, 


in 1991, the Panther was dropped — just as It was 
close to completion — and the Jaguar came alive. It 
was Jack Tramiel himself, the legendary chairman 
of Atari, who chose the name based upon the same 
rationale as the Panther naming. With Flare being a 
British company, It made perfect sense to name the 
new console after his favourite British car company, 
Jaguar. Jack even wrote a letter to the iconic auto 
manufacturer asking if it minded him using the name. 
So, the Jaguar was born, and its announcement 
shocked the industry with the revelation that it vvould 
be a 64-bit system with multi-processor architecture. 
Consumers were still caught up In the excitement of 
the 16-bit age, so a machine that skipped a whole 
generation just seemed unfathomable to some. Atari 
proualy boasted that its machine would be released 
in 1993, at under $200, and eat the competition alive. 
However, It was still left unclear just how Atari was 
going to compete with Sega and Nintendo. Several 
delays later the Jaguar was finally ready for release 
in late 1993. The console was to be manufactured 
by IBM in the USA, with Atari proudly displaying an 
American flag on the box presumably in the attempt to 
appeal, on a patriotic level, to the domestic market. The 
test markets in New York, San Francisco and smaller 
scale launch in London went extremely well, with 
the machine selling out very quickly. Manufacturing 
problems at IBM resulted in Atari struggling to maintain 
that early momentum and it was forced to cancel 
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P A Best Jaguar Ports 
“cá STUNNING CONVERSIONS TO SEEK OUT 










» Atari cartridges were big and durable, 
subtly mimicking the power of the hardware. 





78 | RETRO GAMER 





DOOM 
TEAR: 1994 
The Jaguar verson ol Doom 
Excarmeo Uh cris Cha rrarry 
| later console ports were 
based upon. John Carmack 
programmed it himself and 
described it as his favourite 
version. This superb port 
| features over 20 levels of 
Biogellersty achar weth 
ul screen vrguals, cerne 
sounds and some great 
lighting effects. It also makes 
use of the Jaguar's keypad for 
weapon selection and came 
supplied with a handy overlay. 


RAIDEN 
YEAR: 1993 

One of the Jaguar's launch 
titles, this was also one of 
the few arcade conversions 
to appear on the machine. 
Upon its original release in the 
arcades, Raiden was lauded as 
being one of the best vertical 
shoot-'em-ups of all time. The 
overall quality of the Jaguar 
version far surpassed those 
found on the 16-bit systems of 
the time and, thankfully, has 
none of the sprite flicker or 
slowdown that's associated 
with them. 


INTERNATIONAL 
SENSIBLE 


SOCCER | 


YEAR: 1995 

Many people regard Sensible 
Soccer as the best football 
game of all time. It sold in the 
millions when it was released 
for the 16-bit home computers 
and soon saw its way onto 
consoles. This version has 
to rank as the best of the 
bunch, mostly due to the 
vastly improved Al that sees 
defenders closing you down 
much quicker and goalkeepers 
pulling off spectacular saves. 


WORMS 
YEAR: 1996 

Team 17's Wormstfranchise 
is one that endures to this 
day, but many people argue 
that subsequent games 
haven't captured the magic 
of the original. One of the 
best multiplayer games out 
there, the Jaguar version is 
of particular note. It is similar 
to the PlayStation and Saturn 
versions but benefits from 
richer graphics and is missing 
bugs that plagued those ports, 
such as the jump bug, and odd 
graphical glitches. 





The Jaguar had a European soul 


with a Texan hat 


launches in both Germany and France, with the UK 


initialhy receiving a mere 1,000 units. The full worldwide 


launch of the console was delayed until the summer of 
1994. Games were also very slow in coming too, the 
machine launched with the pack-in game Cybermorph 
plus Evolution: Dino Dudes (a conversion of the 
popular Humans), a near arcade perfect conversion of 
Raiden and the visually stunning Trevor McFur In The 
Crescent Galaxy. The press and consumers alike were 
initialhy unimpressed with the majority of the Jaguar's 
launch line-up, as it contained two games 
already available on the Mega Drive or 
SNES and a game that looked great but 
played poorly. 

The pack-in game Cybermorph did 
show promise though and received 
rave reviews. Attention To Detail's Fred 
Gill was the lead programmer on the 
game and remembers, “We received 
390 points out of 400 in one of the 
US magazines, with four reviewers 
each having 100 points, and something 
like a ten page spread which really blew us away.” 
Homebrew programmer Steve Scavone remembers 
the launch well ftom a consumer perspective, “| got 
one of the test market Jaguars in 1993 and, when 
| popped in Cybermorph, | was blown away that a 
game console could do so much.” Coder of Baldies, 
David Wightman, offers up a really interesting Insight 
into what It was like to work with Atari's console. “The 





Jaguar had a European soul with a Texan hat. With a 
few exceptions, one of the reasons Euro teams had a 
better time developing on the Jag was due to It being 
a brain in a box. Coming from 8-bit assembly coding, 
then onto the Amiga/ST where you ignored the OS, 
then onto the Jaguar where you hit the hardware 
directly — it was a breeze. It was a just a big fat sprite 
chip with a pipe to the monitor which, in those days, 
was developer perfection. American coders by route 
of the Apple Il and PC had learned to go through a 
bios and an operating system to code, they 
had a tough time dropping down to binary 
after the luxury of APIs and libraries which 
they had become accustomed to. That's a 
core reason why very few titles came from 
American corporations before launch, they 
struggled to find people who understood 
how to program hardware without a soft 
pillow to sit on.” 

Throughout 1994 the software for 
the Jaguar just trickled in, despite over 
100 titles having been announced for the 
machine. It soon became apparent that developing for 
the Jaguar was problematic for many developers. The 
reportedly buggy chipset and a lack of support from 
Atari, not helped by its precarious financial position at 
the time, have been cited. Fred Gill reflects, “| think 
Atari were, unfortunately, already in a dovnward 
spiral. They couldn't afford to create and launch a new 


|! console and so everything was done on a shoestring 





budget.” Darryl Still, the man behind marketing the 
Jaguar in Europe remembers: “To be honest, It 

soon became obvious that the development team in 
Sunnyvale were struggling with the Jaguar.” This is 
echoed by Wayne Smithson, the man behind Attack 
Of The Mutant Penguins. “It was initially difficult to 
get anything decent out of it because It had more 
than one processor,” adding “it was the first time | 
had encountered parallel processing which took some 
getting used to, interleaving Instructions to get the 
best performance out of the code was an art form 

in itself.” Steve Scavone was also quick to add to 

this discussion; “Atari was just not ready to release 
the system, and should have found another way to 
survive to get the bugs out of the system and get the 
proper tools in the hands of developers. | think a few 
more months would have been enough to do It, but 
everyone claims they did not have the money.” 


» The Jaguar's design won several awards 
and, with its sleek lines, you can see why. 


tupto 6 Megabytes 


» Standard Jaguar cartridg q 
eant that games 


but special hardware co! 





could actually be up to 12times bigger than that. | 


hings did improve, albeit briefly, for the Jaguar 
with the emergence of several key titles; Jeff 
Minter's Tempest 2000, Rebellion's Alien Vs 
Predator and id Software's port of Doom that 
was programmed by John Carmack himself. All three 
of these titles arrived in 1994 and were quickly praised 
by the expectant press. These releases actually had 
people suddenly wanting a Jaguar, but the continued 
supply problems meant that Atari just couldn't 
capitalise on this demand. There were also two more 
titles announced during 1994 that were set to arrive 
from teams in France and Germany respectively. 
Ubisoft started to show off the gorgeous Rayman, 
a title that was originally supposed to be a Jaguar 
exclusive and started a franchise that still endures to 
this day. German team Eclipse, who were well known 
to Amiga and ST owners, announced and promptly 
released the superb /ron Soldier, which featured fully 
3D polygon-based worlds to capitalise on a consumer 
demand for mech games. Stefan Kimmlingen was 
one of the team members involved in this title and 
remembers the launch of both games very well, 


» The Jaglink cable plugged into the DSP expansion port on 
the back of console allowing you to link up tvvo machines for 
multiplayer games such as Doom and Arrcars. 





recalling, “Atari invited me to the first press conference 
in Germany where | won the Kasumi Ninja contest 
against guys from the German gaming press. This 
was also the first time ever that the Rayman franchise 
and lron Soldier were shown off. | was amazed how 
the Rayman character was animated. And, of course, 
everybody was freaking out when they saw the 
explosions in !ron Soldier” Iron Soldier would go on 

to be one of the best selling titles for the console and 
spawned sequels for the Jaguar, PlayStation, VM Labs 


NUON and PlayStation 2. 


lt was In 1995 that the death knell began to toll 
for the Jaguar, the PlayStation and Saturn had both 
been released and Atari's machine just couldn't keep 
up. Even the release of the Jaguar CD could not 
help things, as it came far too late to really make any 
difference. This year actually saw a decent amount 
of releases for the machine, but many of them were 
just ports of existing 16-bit console games like Pitfall: 
The Mayan Adventure, Flashback, Zoop and the 
abysmal Double Dragon V. Although there were some 
bright lights like Missile Command 3D, |-VVar, Super 


Best Jaguar Homebrews 
THE HOME PROJECTS YOU REALLY NEED TO PLAY 





a 
Co com 


YEAR: 2012 

The original Impulsewas a 
litile-known Arkanoid clone 
for the 32-bit Atari Falcon by 
Duranik, the team behind the 
recent Sturmwind for Sega's 
Dreamcast. In 2012 the game 
was converted to the Jaguar 
CD by MD Games and then 
made available on cartridge 
too. The game features 40 
levels of block breaking action, 
along with high score web 
codes anda level editor. 


TUBE: SECOND 
EDITION 
YEAR: 2012 

The original version of Tube 
was rightly hailed as one of 
the first Jaguar homebrews 
to really make use of the 
machine. An original game 
with elements of WjpEout 
and STUN Runner, it saw you 
racing down a series of tunnels 
trying to achieve the best time. 
What makes this game even 
better is that it was released 
for free. 





IMPULSE X 











This arcade perfect 
conversion of the classic coin- 
op had to be withdrawn from 
sale after an issue over who 
owned the rights with Bally/ 
Midway. The programmer 
released the game with the full 
blessing of the original creator 
Jamie Fenton. Ifyou own a 
Jaguar CD then this is one of 
the best titles out there, just be 
aware you'll need a huge wallet 
to own it these days. 





FALLEN 
ANGELS 
YEAR: 2013 

This game is a tribute to an 
early title from LucasArts — 
Rescue On Fractalus. Fallen 
Angels on the Jaguar breaks 
new ground by being the first 
complete game to be released 
on the machine that uses a 
voxel engine. This helps create 
the fast 3D landscapes that 
your craft flies over as you try 
to rescue all the stranded pilots 
from their stricken vessels. 
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arryl Still 


Can you explain 
ll to us your exact 
involvement with 
the Jaguar as 
the Marketing 
Manager of 
Atari UK? 
| joined Atari as Product Manager 
for the ST. There was quite a 
large and thriving marketing 
department at that time. When 
the Jaguar came around | was 
running a very small department 
with a, frankly, minuscule budget. 
The majority of the push was PR 
based, which was very successful 
in making it the must-have 
machine for that first Christmas. 
Unfortunately, most people ended 
up not being able to get what they 
must have. 


You were quoted in the press as 
saying that Atari UK could have 
sold 20 times the initial allocation 
of machines they were given upon 
release. Do you feel the Jaguar 


, 


» 
: 





» [Jaguar] The keypad of the Jag's controller 


is major part of the gameplay experience and 
selected games came with special overlays to 
improve itfurther. 
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FORMER MARKETING 
MANAGER OF ATARI UK 


should have been launched in 
Europe first where the Atari name 
was stronger? 

Hell yeah, but then | am 
somewhat biased. There was 

a longer disconnect between 
the gamer and the Atari brand 
stateside than we had in most 
of Europe. It seemed we were 
getting shafted badly in favour 
of the US customer stock-wise. 
But, it was not too long before it 
became clear that actually there 
were shortages all round. 


Atari missed out on most of the 
16-bit generation, do you think 
they should have gone ahead with 
the cancelled Panther first? 

| never knew the business reasons 
behind Panther's cancellation. If 
all things had been equal — we'd 
had Panther, decent stock, and 

a good run-up -— then | suspect 
oia al= Ri aTiaro EMI] (SM o [-V/c] [oo j=idi- ]aTo 
publisher involvement would have 
been smoother. 
































Can you tell us any other 
interesting stories about your 
involvement with the machine 
back then? 
The launch in New York was fun. 
We took Jeff Minter into “The 
Slaughtered Lamb” in Washington 
Square — the pub that was 
[po toTo) (cTo EU Toro Malla nTTom ato at Na] 
An American Werewolf in London. 
Jeff, with his love of sheep, just 
sat there clutching himself 
relato Mantor-laliaro E 

| guess the moment that sticks 
in my mind most was when he 
first trialled the 3D surround 
sound unit in the small AV room 
and filled the whole area with 
games. | walked out from that 
just spellbound by what we 
could achieve. The other end of 
the scale was when the parent 
who we had not been able to 
supply for their much-loved son's 
Christmas present emptied the 
contents of their dustbin in our 
reception area. 


HOVER STRIKE: 
UNCONQUERED 
LANDS 
YEAR: 1995 

The cartridge version of 
Hover Strike was originally 
known as Battlezone 2000, and 
the influence is clear to seein 
this CD version. Unconquered 
Lands features a number 
of improvements, including 
a superior framerate, more 
levels, FMV intros and an 
external camera view. This is 
the game that proves that the 
Jaguar can do texture-mapped 
polygon graphics when in the 
right hands. 


» [Jaguar] Atari invented thed 9-pin D-plug 
Ay design but finally replaced it on the Jaguar 
4 with a 15-pin variation. 





like Minter could be let loose 


BATTLEMORPH 


YEAR: 1995 

As you may have already 
guessed, Battlemorphis the 
sequelto the first Jaguar 
game, Cybermorph. Released 
for the Jaguar CD as a launch 
title, it drastically improves 
upon the original. The drab, flat 
polygons of its older sibling are 
replaced with vibrant texture- 
mapped examples and the new 
worlds are far more complex 
in their nature. Pointless FMV 
is kept to a minimum and 
the extra space is utilised for 
creating vast planets to battle 
your way across. 


It was the last machine where someone 


JAGUAR: 20 YEARS ON 


Best Jaguar Exclusives 
WHO SAYS ATARI'S CONSOLE HAD NO GOOD GAMES? 





MISSILE 
COMMAND 3D 
YEAR: 1995 

This game might have been 
designed with the Jaguar VR 
Helmet in mind, but it is every 
bit as good without it. The VR 
mode steals the show, a full 
3D tour-de-force that views 
the game from a first-person 
perspective and requires you 
to switch between your three 
bases to take out enemy attack 
ships and huge bosses. It also 
throws power-ups into the mix, 
adding another new element to 
the tried and tested formula of 
the original arcade game. 





ALIEN VS 
PREDATOR 
YEAR: 1994 

Often called the Jaguar's 
killer app; Alien Vs Predator 
was the game that put 
programmers Rebellion on the 
map. Featuring three game 
modes where you can play as 
the Alien, Predator or Colonial 
Marine it combines elements 
of survival with those of a 
traditional FPS to create an 
engaging and genuinely scary 
experience. It may have been 
improved upon by its sequels, 
but the Jaguar original still 
holds up very well today. 


other systems such as GORF, Impulse X and 


Another VVorla. 


So why should the Jaguar be remembered? “| 
personally, and fondly, remember the Jaguar as the 
last machine where programmers were In control of 





Burnout and Val D'Isere Skiing And Snowboarding, 
they mostly got lost in the mix with the Sony and 
Sega hype machines in full flow. By now the Jaguar 
had a, perhaps somewhat unfair, reputation for having 
bad games. The reality was that it just didnt have 
enough games and, even more importantly, the games 
that people wanted to play. Sony was promising 3D 
texture-mapped worlds, while Sega was offering up 
conversions of all its hit arcade games. 

The final year of the Jaguar's commercial life turned 
out to be 1996 and the final game released for it by 
Atari was Virtua Fighter clone Fight For Life — a 
game that, while technically impressive, played 
like a dog. In February of 1996 production of the 
Jaguar ceased after Atari Corp merged with JT 
Storage in a reverse take over. This effectively 
killed off the Jaguar, but we did see one final flurry 
of games thanks to stalwart third party publishers 
Telegames. It picked up the rights to a number 
of finished but unreleased games such as Iron 
Soldier 2, World Tour Racing, Zero 5, Towers 
2, Breakout 2000 and Worms. Ironically these 
actually tumed out to be some of the Jaguar best 
games, the titles it sorely needed back in 1994. 

But this is not the end of the Jaguar — not 
even close! The Jaguar lived on through a 
hardcore community of fans that didn't just 
keep interest in the system alive, but who also 
ensured it had a new life after they — notably 
aided by BattleSphere co-creator Doug 


rá Lt 
Mud | 


Engel — successfully persuaded Hasbro (the then 
owners of the Atari brand) to release the Jaguar and its 
encryption keys into the public domain. This essentially 
allowed Jaguar fans everywhere to start making 
their own games for the machine, with it Inspiring a 
fledgling homebrew scene that has since flourished 
with many games having been released on both 
cartridge and CD. From simple but eminently enjoyable 
games like Painter, Black Out! and Jagmania to 
a conversions from 
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the hardware,” offers David Wightman. “It was the 

last machine where someone like Minter could be let 
loose to create such mad 'code art' as VLM. The Jaguar 
never sold in great numbers but I'd like to think of the 
Jaguar not as a failure, but a bookend to an incredible 
generation of creativity, where designers, coders and 
small teams could dream up, program and launch some 
absolutely wild and wonderful games onto an eager 
public. VVhat came after the Jaguar was the PlayStation 
which, for all its greatness, ushered in corporate 
development and with it the bleached, repetitive, bland 
titles which were still playing today.” 

It's a sentiment Wayne shares, telling us, “It was a 
bold move at the time from an iconic company who 
were pushing the boundaries. It could have been 
great...” If anyone knows why you should consider 
owning Atari's console it's Shawn Lavery, one of 

many people stil keeping the system alive today. 
“[lt's] the plucky underdog with quirky games that 
never quite made its potential known,” he tells 
us. Lucky for us then that Shawn and so many 
other coders are still allowing us to see the 
Jaguar's potential some 20 years after it was 
first created. 
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|» [Gamecube] Pikmin 2had an Es 
MIO "* Impressive amount of animations qa 
playing out simultaneously on BS 

» Featured System: the GameCube, and was certainly EEE 

GameCube * one of the console's best-looking games. 
DA (5H: | Ani 
» Publisher: Nintendo 
» Developer: Nintendo 
» Key People: Shigefumi 

Hino, Masamicihi 

“4 
Abe (directors), É = 
HajimiWakai Pk 
Ex 
(music) 


DO VEcrer 


» Pikminwas originally 
created to target a younger 
Japanese female audience. 


» Additional versions of 
Pikminwere created for the 
3DS and GBA, before later 
being scrapped. 


- y 
Miyamoto's | THE BrcHBRoUNO 
Enrgirg a secord plavable character to Pini 
strategy sequel 2, besides Olimar, was besicaly a decision 
made to chadenge users will More complex 
course-corrected | | sistegceementsirantheyhadin the original 
= ud dermardirg that they split ter groups of 
the originaland | | 
E he most from the game. The biogest 
IS among the decision made by he developers vas O 
reroviro the tros Iroit on corplatiro 
most unusually tha story and thamfors organically 
based elements. Nintendo was also amo 
a y that some tans vverer [all that cesar on the 
structure of the first Pikmin = if word ol 
Nintendo s back Pikmin 2 was bull ta ba moved over a 
catalog UC... quickly progressed through. 
These elements were exacerbated by 
the idea of broa ir caves - dungeons 


Htile creatures up if they warted to get 
Ê E alowing a greater focus or exploration- 
complex titles in 
long period of time, not something to be 
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gaming perance, o! course = that froze time so 
players wvoulci t have o Da 45 CONSCIOUS É SUNT, 
the end point of Pikrmim's gameplay loop. Nintendo 
also isolated the actor adventure dements o! the 
experenca on purpose, io provide players wath a 
chalanga that didr't allow them do pex up extra 
Plkrnir along the may Nentardo explored brrarog 

co-op to the mar game but found ft restricted the 


od design potential of the firal product, so dt decided 


on including bespose two-player optors instaad 
Critics agreed that the frst instalmert's issues vero 
aimost entirehy ipod out By tas ncher sécquel. 


With ds 30 dey time ri, the orgra Pikmin 
relessed in te Garecube's launch vandow 
had em uncomfortabla sensa à! umency that 

both reduced fre lilespar of the game and 
acoidentaly limited the amount of fur you felt 

you could have mi it. bm Pikmin 2, such an obvious 


| Msg elers bizrigrado E arapl bs 
| q ami Lpacdoadia oa fia sda 


Cor, “Product” 


placement 


Sound ideas 





Eno 2 was one of a handful of 


GameCube titles that were ported to 
the Wii with motion control, which 
is naturally a perfect match for the 
strategy game. 


You get a lot less done in Pikmin 
2 by keeping Louie and Olimar 
together, but you do feel more 
secure about keeping your pikmin 
together comfortably. 


Perhaps one flaw of Pikmin 2 is 
the story, where the stakes basically 
come down to bailing out your boss 
due to his financial mismanagement. 
Where's the sympathy there? 


An odd touch to Pikmin 2 is the 
addition of product placement 
involving companies like Coca-Cola 
and Duracell, where players gather 
their merchandise as treasure. 


The sound design stays the night side 


of annoying. Remarkable really, given 
the amount of cutesy characters on 
screen — the sound effects never 


overdo it in bringing the planet to life. 


* bihai the 
FESS 
Moughi 
=" Cube 


s Impossible — 
itwasn't.” 






=", » [Gamecube] While not a massive É 
seller, Pikmin 2 was one of many 
==” titles on the GameCube that had 


e restige with Nintendo's hardcore. 













|] Ii n ul The seres [naby returns gn Vis Ud léas ear, ever “E f 
E tha formula vos periected back im 2004. | “A 


games!'M 
Score: 8/10 
ELSE 


great game 
and makes It 
even better.” 
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Ea = Pes : a: 
| Gamecube | The muliplipe element póde à satifyom 


addsional layer do an airemdy strfegic game 


Tammy was alevated, wtile tha addition of a second 
piayable character im the forr o! Louie, Olimar's pal, 
alicavod you greater tactical Ireedor im exploring 
planet and facing encounters. 

In many ways, Pikmin 2 embodes the ideal 
sequel, a total ture-up that maes the original look 
hxe a proot of concept. This is real-trma strategy via 
Miyamoto, wilh sirmsar resource management, 
combat and leves od dama - 8 chameled 
through a game desig" fhat captures the 
complssty o! the gerre wte absolutahy 
making sense on a console. 

The dual protagonists allowved you to + 
accomplish more within Pikmin's stnet 
day cycle, da tha additor of posor- 
resistart wlto pecrmen and meaga-strong 
purple pisar equipped vou to better 
counter the emvrormental chalergas shead 
The addon of durgeor-styia levels mhere 
vou re stuck vath the pera you go in math 
added an simost RPO-liMa curve to fe 
progressor of fhe game fo, & uniqua 
combeator of elements that shified 
vour prontes from galherng and 
expansion to pure survival. 





VOL 
r O oe 
there's 





And qe, something meher to Pikmin 
* beyond hosting Itde carotesque men ro a 
colourtul amy, a Kind of oddness that's far from 
random. Thats the thing about Nitendo - om Te 
surface it seems that the Japanese quiri orhy maes 
Culesy games for ai audiances, but moóreso thar amy 
other senes, Pim és uttenhy cisturtanog at times 
You play, essentaly the invader info another word, 
a totaitarian spaceman abusng fre loca popuaca 
to meet your commercial demands. To help you 
hoard stuff to pay off your bosss debi, you 
permit soores of piamin to persh based or 
your arbitranywhims, a truti that Nintendo 5 
surehy evare of as a giant Slug rois onto 40 
red piemun, while another 24 hormicaly row 

in water they're not equipped to cisal vurth 
Thers's a certain nastiness to /1, à croepy edge 
that guaranteas you ahveys laam lessons the hard 
ey, meaing the most of your correchor vath te 
pkmin creatures tb generate a real response ir 


K the player when theyte showr to be uttery 


Cisposable. Fikrmin is one oÉ Nrtendos more 
entovabla umususl seres, end this second 
entry got everything night aboui the template, 
balancing tha complesdty o! managing bro 


4 





characters with an increased range of powers In 
the form of your small friends. As gorgeous as the 
new, Wii U third installment is, Pikmin 2 already took 
Miyamoto's series to Its peak. 


Mirim Ta À FUTURE ELSE 


Pikmin 2 is one of those rare examples of a perfect 
videogame sequel, isolating the strengths of the 
original and expanding the scope of its design in all 
the right ways. As one of Nintendo's more unusual 
seres, Pikmin 2 maintains that accessibilty we 
expect from the company's games and mixes it with 
one of the most hardcore, PC-centric genres there Is. 

Yet Pikmin 2 doesn't label itself a strategy game, 
instead using the idea that you're essentially playing as 
the cursor in the form of Olimar and Louie, marshalling 
your troops in a way that allows it to cross over into 
other types of games. The adventure elements of 
Pikmin 2 were an effective addition, letting the almost 
briliant nature of the original become something more 
than a finite framework for an essential game. As a 
franchise, Pikmin will no doubt keep rolling, yet there's 
such an ideal balance of complexity and variety in 
Pikmun 2 that we're sure that this effort will remain the 
benchmark of the series. 
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mam any pick Quake or Doom 

] ( as the forefathers of the 
) ] modern FPS but, while the 

pair certainly popularised the 

genre, it's impossible to deny Counter- 
Strike its rightful place as the true 
inspiration for Call Of Duty and the rest of 
its modern shooter stablemates. Counter- 
Strike took multiplayer twitch shooting 
to a whole new level, but stepped away 
from the typical aliens and Nazis that 
often plagued FPS games. It may have 
only been a mod, but it changed the 
games industry forever. 

“| came up with the idea for Counter-Strike 
from my fascination with terrorism and the 
various ways In which It's fought across 
the globe,” original mod creator Minh Le 
told us. While admitting there was a touch 
of Tom Clancy behind his inspiration, Minh 
added that it was really the way in which 
counter sra fought that 


Tesrortarm Cattes 


really intrigued him. “| was fascinated with 
how counter-terrorist units operate and how 
sophisticated their training and weaponry is. 
| felt rt would make a great game if | could 
capture that sense of teamwork and co- 
ordination that real CT units exhibit.” 

Though the game has since evolved over 
the years, Counter-Strike has always been 
heavily focused on teamwork. Even now, 
its more modern equivalents — such as the 
recent Valve released Counter-Strike: Global 
Offensive — remain popular choices for eSports 
tournaments across the globe, and you 
can't manage record-breaking player counts 
without the necessary depth of teamplay. But 
it wasn't simple; building the mod alone as a 
student, Minh spent about two years putting 
together the Initial version au the mod that was 
eventuaky released in June 1950 





r, [PC] Many maps were fan credtjons "8 
which Minh had to approve before they 
pavero added to the final game. +) 





E 
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“Since it was my first time working with the 
Half-Life engine | had a hard time learning the 
ins and outs,” he explains. “The first version 
was Tairly lightweight and didn't contain a 
whole lot of new features. It consisted of one 
mission mode, which was hostage rescue. It 
also had two character models, which many 
people complained about since they looked far 
too similar. The arsenal consisted of around six 
guns and had, | believe, three maps.” Slimline 
it was, but that didn't stop the gamers taking to 
It in droves. After a fair amount of pre-release 
interest on Planet Half-Life, the release of the 
initial version of Counter-Strike vas met with 
instant popularity. But what caused such a 
flood of fans? “| think it came at a time where 
there was nothing out there quite like It,” 
clarms Minh. “It had fast-paced yet rewarding 
teamplay; it had an element of progression — Ie 








buymno higher por erod guris; it had a very 
appealing theme that was very well ingrained 
in people's minds — le real-world terrorist units 
versus counter-terrorists. | think having such 
an appealing theme made it easier to resonate 
with players.” 


CND his was long before the popularity of 
) Call Of Duty and Battlefield: back then 
the concept of using a current day real- 
world setting in an FPS was fairly novel. 
Nonetheless, the eagerness of the fanbase 
meant that work on Counter-Strike would need 
to increase. Minh Le and his small subset of 
modders had a demanding player base to 
keep content. “It was extremely gratifying and 
it motivated everyone to work on the project 
more. At the time, | was actually still enrolled 
in my final years of university and | was finding 
It difficult to balance my schoolwork with 
that of developing Counter-Strike. | believe | 
spent more time working on CS and it kind of 
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affected my grades.” Minh's grades may have 
taken a knock due to the popularity of Counter 
Strike, but that didn't mean he didn't value his 
creative freedom in control of the mod. 

“| found it very enjoyable being in charge 
Of so many aspects of CS,” he continues. “It 
made it so much easier to develop because 
| never had to argue with anyone. | was 
responsible for game design, programming and 
the creation of the characters and the guns.” 
Though Minh Le was In charge of almost all of 
the development, he did have others helping 
him out. Jesse Cliffe is the other main name 
associated with original mod, a man who later 
became known as 'the voice of Counter-Strike. 
“Cliffe vas responsible for our website and 
community relations. He also helped out with 
the sound effects by recording a lot of the 
voices you hear in the game.” 

The beauty of Counter-Strike's development, 
however, was that It reled so heavily on 
fellow players and modders. Thoughthe. 





[a tec Other strategies included saving 1 
your money from the first round to 
purchase more powerful equipment 
| guickiy during the second. 





bs [PC] Counter-Strike: Source reworked E 
the mod for Valve's Source engine, 
sprucing up the visuals without changing 

| the deep gameplay. 


Pé barebones mechanics and models were all 
Minh Le's creations, additional content was just 
as often added via user sulbmissions. “All of 
the levels were developed by people from our 
community. They would submit levels to us 
and Cliffe and | would evaluate them and pick 
the ones we liked and included those in each 
of our beta versions. It was a difficult task to 
pick just a few levels because we were getting 
some fantastic levels throughout the course of 
development, and | felt there were some that 
we never gave enough exposure to.” 

lt was a kind of perfect storm for Minh 
Le and Counter-Strike. The popularity of 
multiplayer was on the rise due to it becoming 
increasingly simple to develop internet- 
connected games on PC, while Half-Life had 
managed o Budd à Group + enbumasteo 
gamers and fans cutssde of the big names 
in mulíplayer PC gaming. Meamatia, he 
tesao direcdon of Counter-Strike ollerad 
gamers something completaky nes. “It did im 
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r, [PC] Hostage Rescue was the first bao 
to be added, though Team Deathmatch is 
Eu most popular these days. = 


fact come out before such things as Twitter, 
Facebook etc existed. | think back then there 
were only a few sites where hardcore gamers 
would go to get their news. | think this helped 
in a sense that, once CS started to become 
popular, it spread to these few news sites and 
grew quite quickly because the majority of our 
players came from these few sites.” Could a 
mod like Counter-Strike reach the same level 
of popularity in our industry today, with our 
multitude of social networks and means of 
connection? “These days,” believes Minh, 
“there are just so many different sources of 
media and ways in which people can get their 
news that It becomes a bit difficult to get the 
word OUT às | CBé hang 50 many dierent 
gaming sites has caused the pisvers 10 scattar 
As far as cur nvoivement nº helpro qe te 
wrord out, the onty thing we dl vas masa de 
game. Tha popularity gre corgarecaly Vve 


+ never once bought an Bd. 
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DEVELOPER 
HIGHUGHTS 


HALF-LIFE 


(PICTURED) 


SYSTEM: PC, PS2, 
MAC, LINUX 


YEAR: 1998 


PORTAL 


SYSTEM: PC, MAC, 
LINUX, XBOX 360, PS3 


YEAR: 2007 


LEFT 4 DEAD 


SYSTEM: PC, MAC, 
XBOX 360 
YEAR: 2008 
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[otro Ifyou didn't play as part of a am 
then you were often chastised - regular 
Counter-Strike players hated losing 

Escape of a newcomer. 


n 


É ro) Maps weren't very much to look 4 
at, but were considered important tools in 


pe, team games. 4 






| ) Minh Le and company to not 
) ) benefit from the considerable 
«mn "am" success of the mod. The Counter 
Strike website was understandably getting a 
lot of traffic and, as a result, Minh could enjoy 
financial gain while making a game that would 
— ultimately — cost players nothing. “Actually, 
at the time we were getting a lot of revenue 
from the ads on our website,” he continues. “It 
was a time when ad agencies were throwing 
money around like crazy and we happened 
to get caught in it. | remember when the 
“dotcom" boom happened and investors 
started to take money out of the industry — our 
ad revenues took a hit. It was a wild and crazy 
time and | was fortunate to be a part of it, If 
only for a few years.” 

The initial June 1999 release of Counter 
Strike wasn't the end though and, before 
long, updates were brought to the game. It 
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was developed without Minh's 

assistance, but retained a lot of'the o 
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was still beta, after all, and the game had to 
be completed. Minh Le and Jesse Cliffe sold 
the rights to Counter-Strike to Valve in 2000, 
with the game leaving beta in November 
2000. But that wasn't the end of Minh's work 
on Counter-Strike. 

“| was actually working at a company 
called Barking Dog at the time who hired me 
because of my work on Counter-Strike” he 
explains. “Ve were doing some work on 
another game and Valve approached them to 
contract out CS Beta 5. While | was at Barking 
Dog, | worked with them to develop Beta 5, 
which included some new maps and a few 
new guns. After that, | was offered a job at 
Valve and continued to work on Counter-Strike 
with Valve. | worked on Counter-Strike up 
until CS 1.0 and, at that point, | stopped to 
begin work on a potential new Counter-Strike 
title.” Though Minh Le spent very Ittle time 
at Valve's offices — It was a three-hour drive 








from his home, after all — he did spend a few 
months at Valve. “| did feel a bit intimidated by 
all the talent that was there. | remember, on 
occasion, having talks with some of the senior 
programmers and not really understanding a 
damn thing, merely just nodding my head as if 
to convey a sense of awareness.” 
Counter-Strike trundled onto Its final version 
of 1.6, but all the while Minh was at work on 
the much-anticipated Counter-Strike 2 as It was 
built alongside Valve's then-upcoming game 
engine Source, the tools behind Half-Life 2. 
CS2 never did come to fruition — with Minh 
Le leaving when Valve shelved the project to 
work on a development studio of his own. As it 
turns out, however, the industry didnt need the 
sequel; even to this day Counter-Strike remains 
in the top ten most played games on Steam 
every month, and it shows no signs of letting 
up. Not bad for a mod released 15 years ago. 
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THE MOD SQUAD 
Five Other Important PC Mods 





TEAM FORTRESS 





Many forget that Team Fortress first began as a mod to id Software's 
Quake engine, but after Valve bought out the development 
team behind the game it was then ported over to 
GoldSrc — the engine that powered Half-Life. The rest is 
history and, now, Team Fortress 2is one of Valve's most 
important franchises, ushering in the popularity of free- 
to-play gaming and building a set of characters and story 
events that gamers really seem to get behind. 


OS 


DEFENSE OF THE ANCIENTS 


FE EIA, PARAR ARA 


FrTFY 


Counter-Strike was important for shaping modern FPS games, but few 
mods can claim to have built a whole new genre. Defense 
OfThe Ancients - or DOTA, as it's more commontly known 
— was a modfor Blizzard's Warcraft Ill that pit a set of 
player heroes against one another as they aim to destroy 
one another's base. Nowadays, this type of game is more 
typically known as MOBA, or multiplayer online battle 
arena, with League Of Legends the most Aa of the lot. 





PRESA 


it 
GARRY S MOD 


This mod, built on Valve's Source tools, actually enables gamers to 
create their own mods within the physics-focused game Pr 
engine. The freeform creativity it offered its players was 
unsurprisingly appealing to a large number of people, and 
the mod was downloaded in the thousands. Nowadays, 
it's a staple of almost everyone's Steam library and has 
boosted its creator — Garry Newman - into the spotlight 
as one of the most important industry figures. 
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been realised just yet. The ARMA Il mod had a recent 
upsurge in popularity with the unique zombie survival 
game spreading across various social networks. As a 
result of its popularity, however, more and more open 
world zombie survival games — specifically those that 
focus on realism - have been announced. Expect DayZ to 
have created a whole new genre in RR to come. 


APR IPRAPPRRERRRR APPA 
ER, th PA A PPA PR 


BLACK MESA 


Valve's Source engine has proved popular with modders, but it's worth 
mentioning Black Mesa as an example of some of the | 
greatness modders can achieve with time and effort. By 
remaking Half-Life, the team behind Black Mesa did more 
than just plaster everything in the HD textures of Half-Life 2 
— they rebuilt the whole game from scratch. It was met with 
considerable praise, and we can only hope more classics 
get an equivalent Source treatment. 
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Tempo is like a surreal re-imagining of an 
American game show where the player takes 
the starring role. You have seven musie-themed 
performances to give, with your direction being to 
jump and karate kick your way to an end of level exit. 
Once there, a crazy sprite-scaling boss awalts you. 
Aside from martial arts, you can snap musical notes 
from your fingers at the game's weird and wonderful 
opponents. Tempo Is due praise for its eye-catching 
animation, character graphics and backdrops — but its 
main draw Is solid platforming. 
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Despite first impressions, Jungle Eddi is original 
and not just Underwurlde with tweaked visuals. As Its 
name would suggest, the game Is set within a jungle, 
where your task is to uncover a series of five hidden 
doors. Each door leads to ever more densely wooded 
and dangerously populated locations. Insects and 
birds bounce you about as you leap perilously from 
branch to branch, while contact with larger predators 
or plunging into the swamp below causes instant 
death. Thankfully, extra lives can be collected, but this 
only makes your challenge slightly less demanding. 
Frustrating, but hard to put down. 





Peter Scott's sterling efforts on the BBC tend 
to meet three simple criteria: cute sprites, primary 
colours and rock hard gameplay! This is no exception, 
but its brightly hued antagonists do at least move in 
predictable patterns. Apart from avolding the game's 
many dangers, you also have to collect ten valves 
per level by guiding your spherical android across 
assorted walkways and floating platforms. You can 
activate a shield that destroys opponents on contact, 
but usage quickly depletes your time gauge. Besides, 
finding the one safe route through each level is what 
gives Hunkidory its long-term appeal. 
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like elevators and , | X | dreams as he sleaps between | MOTO 7 
conveyer belts, | levels. lts boss stages are hit Ê FI 0] Ê 
but also more exotic | and run based set pieces. 
contraptions like f ” Special mention should be fe-v 
pneumátio tubes and made 01 the tithe's playful — 
pinball Springs, mwilhich soOundirack and comical sound Edo) : 
require lateral thinking effects, since they add so muchto METER 


and pixel-perfect leaping. The Well 
and Toy Tower levels, conversely, are 
more maze-like, with tight spaces to 
get in and out of. What these stages 
all have in common, however, are 
their infuriating difficulty spikes, 
which act as bottlenecks to smooth 
progress. In fairness, these spikes 
are purely tests of skill — with every 
death attributable to a lapse in 
concentration — and each is overcome 
by the perfect timing that comes with 
repeated play. The game's bonus 
stages are coin collecting affairs 
which take place in the apprentice's 


» SUPER CASSETTE VISION | 


the game. The hilarious noises your 
character makes when losing a life 
are a particular highlight. 

The Apprentice's style, beautiful 
backdrops and accomplished score 
make it most easily comparable to 
Castle Of Illusion. But, while it matches 
the sublime visuals and polished 
presentation of the Sega classic, it 
doesn't share its high standing. Due 
to the platform it appeared on, The 
Apprentice lacks the reputation it 
deserves, but its stunning visuals and 
compulsive gameplay mark it out as 
worthy of reassessment. 
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» ELEVATOR FIGHT 


EH Epoch is better known for developing electronic 
games such as Astro VVars, but it was also a big 
player in the early Japanese console market before 
its Super Cassette Vision lost out to the Famicom. 
Elevator Fight is clearly influenced by Elevator Action 
but, although it takes Its starting point from Taito's 
coin-op, it successfully introduces a sci-fi B-movie 
setting and high-tech gadgetry to the mix. The run, 
jump and shoot formula Is left intact but electronic 
winches, key collection and a tricky end sequence 
save It ftom being derivative. Just as impressively, its 
difficulty level has been gauged almost perfectly. 


» BULL AND MIGHTY'S 
SLIM CHANCE 


erre ta inn ves 


E Bull And Mighty's Slim Chance sets the player the 
task of defusing bombs in apartments throughout a city. 
Each one has several floors connected by ladders, with 
each floor having to be cleared before a new apartment 
can be tackled. Sections of the apartment floors 
collapse and deaaly ceiling fans have been mounted at 
head height, but your main cause for concern should be 
that the bombers havent left the buildings, and they're 
armed! Although the game's visuals are certainly a high 
point, its main accomplishment is mixing platformer and 
shoot-'em-up elements together so successfully. 





» » SAMMY LIGHTFOOT 


EH Due to the Apple Il's limited colour palette, your 
character appears to be naked apart from a pair of 

blue socks and a huge ginger toupee — that must have 
been some party! Humorous back stories aside, the 
platforming offered by the game Is no laughing matter, 
being that it's strictly old school. Stand still too long or 
mistime a jump and you're dead. Die four times and it's 
game over. The game's smooth animation sequences 
are also worthy of a mention — like when your character 
dies and his imposing hairpiece does a 360 degree 
spin — but the title's demanding gameplay Is reason 
enough to recommend it. 











SANDY UH TE 


Sandy White brought giant ants, zombies and polygons to the Spectrum. He takes 
Paul Drury on a tour of Antescher, introduces him to Dick Special and leaves him 
sweating in leatherwear 


Building on his background in art, sculpture and 
fiddling with circuit boards, Sandy created the 
revolutionary 'softsolid' SD engine, Introducing a 
whole new perspective to Spectrum gamers. Ant 
Attack remains his masterpiece, and classics that 
followed — from Knightlore to Head Over Heels — 
owe a debt to Its pioneering sprint. His next two 
titles, Zombie Zombie and | Of The Mask, were 
just as ground-breaking, If much less commercially 
successful — the former giving players the chance 
to redesign their own city In real-time and the 
latter introducing 3D polygons to Sinclair's humble 
machine. He currently lves and works in Scotland 


and has just become a father for the first time. Baby 


Emma, when you grow up, we hope you read this 
article and find out about the vwonders your dad 
created back In the Eighties 


Pe It's been 30 years since it 

“ was released and people like 
us are still asking you about Ant 
Attack. Are you thoroughly sick of 
talking about it? 

You go through phases of liking it 

and not lking it. At the moment, I'm 
so happy with life in general that I'm 
loving every minute of it! Like Leonard 
Nimoy, I've been through my “l am not 
Spock" phase and entered my “| am 
Spock" phase. It's as well to go with 

It. Im the author of several ancient 
games and lím happy with that! 





When did you first encounter the 
emerging world of computers? 


AD | RETRO GAMER 


It was around 1973. At school, If you 
were awtully good at proper maths, 
you got a Friday afternoon at the end 
of class using punch cards. These 
things would be taken off to the local 
technical college which actually had a 
computer, maybe the only one within 
20 miles of Falkirk, where | went to 
school. Two weeks later, you'd get a 
card back with your results! But the 
real frustration for me was | got so 
little time doing that because | was so 
bad at maths. 


Is that why you went on to study 
art after leaving school? 

Art was easy for me and my dad was 
an art teacher. | got to the end of 

sixth form and felt lost. One of my art 
teachers said, “Right you're going to art 
college”. I'm forever grateful. | would've 
just farted around not doing anything. 


You studied sculpture, but it 
sounds like your work was more 
Heath Robinson than Henry Moore. 
[laughs] That was almost exactly what 
the head of the sculpture department 
said to me! He'd actually been one 

of Henry Moore's assistants. That's 
what the school of sculpture focussed 
on, the human figure and work that 
fitted In with the landscape. Then 
along came me. | was building things 
with microprocessors, these miniature 
operas. For my degree show | wrote 
a five-minute long piece of music with 
a little story, light bulbs as actors on a 


very simple set, which moved around 
in synchronisation with the music Id 
written. I've seen people really moved 
by these things. 


lt sounds like you were trying to 
put human emotion into electronic 
circuits, something you went on to 
do with games. 

Yes, | saw no great difference when | 
was writing my first Spectrum game 
with what I'd done previously. 


And you were actually building the 
machines yourself, too! 

Before | went to art college, I'd built 
a TV tennis game. You could buy 

the chip and make it yourself, like 
hobbyist electronics. So, when | 
heard about Sinclair's MK14, | ordered 
one with great excitement. £39.99 
for a computer! A week later, | was 
camping by the letterbox... but this 
was Sinclair. Six months later, during 
my first year at art college, a little 
brown package arrived. That was an 
exciting day, second only to when 

| got my Blue Peter badge. It came 
with a letter and paw prints from 
Patch and Petra... INB — That's the 
badge, not the MK14] 


Once you'd built the MK14, could 
you actually do much with it? 

lf you stand back and look at It now, 
no. It doesn't do anything very useful. 
It had a little calculator display and 
you could type In a list of numbers 


p- 








KR THE CHAIR: SANDY WHITE 


a 


A 
pi 















SEl EEB 


FiAnSêNE 
AntRAttack( opectrl m) 1983 
| BOM pie pg oOmbiejopectrum, º 984 
ch Í » 


e 





“In Ant Attack, 
every Irttle part 
of the city is a 

3D puzzle” 
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and use the keys to scroll back and 
forward. They were still there! That 
was magical to me, but | still didn't 
get how it all worked. Then | had an 
epiphany. | remember going: “Shit, 

| know how it's doing this! | can 
make It make decisions and follow 
different paths. | jumped out of the 
bath, naked, and ran down the street 
shouting 'eureka'. No wait, that was 
Archimedes... but | did want to collar 
everyone and say, this is amazing! 


After graduating from art college, 
you had a one man show in 
Aberdeen. Did you contemplate 
becoming a full-time artist? 

That was the plan! But that very 
summer | started writing Ant Attack 


») Sandy in the front room of his basement 
flat in Howard Place, Edinburgh, where Ant 
Attack was written. 


and got swept up In that, lost in 

this exciting and glamorous world. 

| remember telling people, “yeah, 
yeah, I'm just doing this for the 
moment, I'm an artist and [Il be 
doing sculpture again shortly. It 
never happened. People kept saying, 
“do computer games, you'll be a 
millionaire in two years!" 


You began developing the 
'softsolid' 3D technique that would 
power Ant Attack on an Acorn 
Atom, we understand. 

At college, | had my degree show 

and lots of people were interested 

in how my stuff worked. A local 
businessman asked if | was interested 
in writing some code for a project he 


was working on. | was a student — | 
was broke — so | said “fine”. He had 
an Acorn Atom connected to a very 
early modem which you could use 
to access Prestel. That was the first 
computer | got my paws on that 
actually had graphics. 


Did you build an early version of 
Antescher on the Atom? 

| was writing in BASIC and | could 
draw a cube. | put in a loop and got 
them scattered over the screen. 

As the cubes landed on top of 

each other, it started to look three 
dimensional, like Lego bricks thrown 
on the floor. | adjusted the code so 
they appeared to stack and suddenly 
| vvas seeing cities appear and 
disappear in front of my eyes. | felt 
like | was In another place, like I'd 
been transported into some other 
land. That was very Intriguing. 


Were you thinking game or art 
project at this stage? 

A bit of both. | credit my brother for 
saying, You could make that into 

a game!” | must have taken up the 
gauntlet. My brother and dad were 
into home computers and they'd just 
got a Spectrum. When | had to give 
the Atom back they said | should get 
one myself to help me recover. 


Were you playing games yourself? 
ld seen The Hobbit and Hungry 
Horace on the Spectrum and 
Galaxian in the arcade, so | was 
aware of them. They were there 


TARES TO PLAY 


We examine Sandy's classic trio 


ANT ATTACH 


ZOMBIE ZOMBIE 


of Speccy classics 


DE THE MES! 


in the background of my mind. I'm 
sure | played Zaxxon so | had seen 
isometric graphics, even though, 

at the time, | convinced myself I'd 
invented them! | wasn't emulating 
anything... It was a spontaneous 
discovery. | was in my own world. 

| stillam! Because I'd been making 
sculptures using microprocessors, 

| just saw the Spectrum as a circuit 
board with a Z80 on It. | wired It 

to another computer with a ROM 
emulator and hardwired it into the 
back of the Spectrum. 


You modded your 
own Spectrum? 
Yeah, | wasn't actually 
using the Spectrum 
to develop the game 
on. For the techies 
out there, | mapped 
4k of the Spectrum's 
address space into 
an EPROM emulator 
called a Softy, which 
was manufactured 
by Dataman. 


Did you begin by drawing the city 
of Antescher on paper? 

We've all seen the map now as a 
complete entity, but I'd only ever 
seen it through the window on 

my Spectrum. It wasn't until Your 
Spectrum published the map that 

| saw the city In that iconic form. | 
think | helped them by doing yards 
of print out on that aluminium paper 
the Sinclair printer used. | can still 
remember the taste of metal in the air. 





Io o mMrI: 


SANDY'S SPECTRUM DEBUT was not only a huge critical and 
commercial success, it broke a lot of new ground. Using his 
innovative 'Softsolid' 3D engine he built the strange and beautiful 
city of Antescher, allowing boys and girls to explore its architecture 
and brave its army of giant ants. In popularising the isometric 
viewpoint he ushered in a new approach to creating expansive 
game worlds, and the whole 'rescue mission” premise of Ant 
Attack has become a staple. The only ant in the ointment is the 
complexity of the controls. By introducing ranged grenade attacks, 
the game uses a total of 12 keys and, as most gamers only have 
ten fingers, it can be a challenge to repel your insect pursuers. 
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IF SOME HAVE hailed Ant Attack as the first 'survival horror” title, 
Zombie Zombie certainly underlines the point by introducing the 
undead to Sandy's isometric city. Disposing of them is a strange 
affair as, despite being armed with a gun, this only stuns your 
shambling foes. Instead, you must entice them to follow you 

and lure them up high structures so they fall to their deaths. It's 
a gameplay concept that sounds much better on paper than it 
actually is in practice, as Sandy is the first to admit. However, his 
pioneering spirit is again in evidence by allowing players to pilot a 
helicopter, pick up blocks and create whole new structures... Orat 
least spell out rude words in 3D. 





THE LEAST KNOWN of Sandy's trio of titles, it's the one most 
likely to make you say, 'he was doing what in the Eighties?! 

Yes, this really does have a 3D polygon engine running on the 
Spectrum in 1985. Watching your little avatar dash down corridors, 
turning corners at speed and assembling an imposing robot — a 
dead ringer for Star Fox's Andross — it's hard not to be impressed. 
It's even easier to be bewildered. The crystals you collect can 
either transport you to another part of the labyrinth you're in, 
whisk you off to another of the 32 mazes or provide you with a 
robot body part, which you must assemble in a specific order. This 
is best viewed as a technical triumph, we're afraid. 





We like the names you gave to city 
locations, especially Adriant's Wall 
and Droxtrap, which we presume 
are a nod to your Scottish heritage. 
Most of the names came afterwards 
for that Your Spectrum poster and a 
lot of it was Angela's [Sutherland — 
Sandy's girlfriend and collaborator on 
his Spectrum games] wicked sense 
of humour. We had an enormous 
laugh doing them. It was a joint 
effort. When | look back on It all now, 
It seems an enormous adventure 

and she was part of that adventure. 

| can't tell those stories without It 
being about two people, not one. 


Is it true that the game originally 
featured Superman? 

Yes, but he didn't get to do much 
more than fly over the city. You could 
change his height and fly through 
windows but he didn't get to land. To 
quote my friend Jon Ritman, 'So, you 
had Superman flying over a 3D city, 
around the same year the film hit the 
cinemas and you didn't turn that into 
a game? Duh!" He's quite right — it 
should have been a Superman game! 


So when did all the ants arrive in 
the city? 

The herding behaviour came first. 
They were just black blobs, which 
grew legs and became ants almost by 
osmosis. There's not much you can 
do with 16x16 pixels and no shades of 
grey. The ants might well have turned 
into sheep. Sheep Attack? Sounds a 
bit Minter-ish, doesn't it? 


You can play as a boy or girl in 
Ant Attack. Was this a product of 
Dworkian feminist thinking of the 
time or just to keep your girlfriend 
and co-author Angela happy? 

lt was zeitgeist. It didn't seem like 

| vvas making a statement at the 
time and | was surprised people 
commented on it and still do! | 
imagined girls would be playing it. | 


Pi o pra 
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» This Casio keyboard was used to work out the notes for the music 
in Sandy's games. The Jaffa cakes were used to power his brain. 


66 The ants in Ant Attack could 
easily have become sheep. 
Sheep Attack? Sounds a bit 
Minter-ish, doesntit? 23 


didn't know what the demographics 
were! We know now It was mainly 
boys but, back then, | think no-one 
would've known who was buying 
stuff. It must've taken the industry a 
while to work out their target market. 
There's been lots written about Ant 
Attack being 'the first non-sexist 
game”, which | never expected. 


To be fair, you can see the girl's 
knickers when she jumps and you 
made her boobs wobble when 
she's running... 

Feminists have boobs! And 
feminists have a sense of humour 
too. | found it funny and | don't think 
I've met anyone offended by them. 
And they were very small... | mean, 
we're only talking about a couple 

of pixels. 
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» A Retro Gamer exclusive — sketches and screens from Sandy's unreleased Amiga title, Dick Special. 


You initially approached Sinclair in 
the hope that they might publish 
Ant Attack. 

| actually sent them a videotape so 
they couldn't steal my code. My 
family is replete with anecdotes of 
uncles that invented the serrated 
knife or the automatic cheese flap or 
whatever, but never got rich because 
they were ripped off by some 
company. | was determined not to 
fall into that folly. Sinclair sent me a 
rejection letter saying they didn't have 
a video recorder so couldn't view it 
and suggested | take It elsewhere. 


You took it to Quicksilva who 
launched the game at the PCW 
Show at the Barbican in late 1983. 
Can you recall how the game was 
received back then? 

There were a few games being 
shown to the press, and | remember 
an Intake of breath when Ant Attack 
came on and people going, 'is that 
really running on a Spectrum?” | dont 
think anyone had a name for that 
style of graphics. My little fantasy 

is that if I'd gone “that's Softsolid' 
instead of saying It was Isometric, 
that might have stuck. | think that 
was the first time “isometric' was 
used by the gaming press, so | 
suppose | helped put it into the 
lexicon. Mind you, | used to think I'd 
actually invented isometric games, 
which | can't really claim after 
Zaxxon. | did invent zombie games, 
though. | was only told that last year! 





» [Spectrum] Ant Attack was Sandy's iconic debut and 
continues to inspire remakes to this day. 





)» [Spectrum] |, Of The Maskwas a technical marvel but a 
far from satisfying game... 


Yes, you literally went from A to 

Z by following Ant Attack with 
Zombie Zombie the next year. Did 
you not consider a straight sequel? 
My first game was a tremendous 
effort, the tools | had were rubbish, 

| vas exhausted by the process 

and | didn't have the energy to do 
something drastically different — but 

| wanted to create something new. 
That's what interests me. | didn't 
want to just crank something out, 
and it ended up being a compromise 
of reusing the graphics and engine 
but influenced by George A Romero 
and Night Of The Living Dead. And 
Michael Jackson was doing zombies! 


The game has this very original 
mechanic in that you have to lure 
the zombies up high buildings and 
get them to fall off, Lemmings- 
style, to kill them. 

| was never interested in killing things 
in games. It's one of the reasons Im 
not interested in getting back Into 

the games industry now. Im a bit 
sorry you could squash the ants in 
Ant Attack, though actually they were 
professional stunt actors. There were 
only five of them and they just go off 
set and reappear under the pyramid. 
No ants actually die. 


These are zombies. They're dead 
already. We think you could have 
made the spray gun your character 
wields a little more lethal... 

Yeah, what a strange cop out that 
was [laughs]. It's hard to pitch 

the difficulty level in a game so 

| was trying to come up with 
something self-adjusting to the skill 
of the player... the better you got 
at herding the zombies, the harder 
It got. But it just didn't work. The 
whole thing sucked. 
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That's a bit harsh. 

| say that out of frustration that it 
went out before | was happy with 

It. | feel sorry | couldn't pull it off. | 
thought about it too much. It's folly 
for anyone creative to think too much. 


The game had an interesting 
feature that allowed the player to 
drop blocks with their helicopter 
and create brand new structures. 
Was this the sculptor in you 
wanting to get kids building things 
for themselves? 

That was definitely in my mind. 
There's an aeroplane sprite In the Ant 
Attack data and very late on In its 
development you could fly around and 
drop blocks. | liked that and wanted 

to Incorporate it into the next game. If 
there's any contemporary game | wish 
ld thought of it's Minecraft! 


Zombie Zombie wasn't a 
commercial success but Crash! 
gave it 80% and said it was “more 
playable than Ant Attack.” 

Did Crash! say that? Even by this 
stage | think a little bit of schmoozing 
with the ads department would 

get you a good review. | certainly 
tried hard with Zombie Zombie, but 
then creativity comes from your 
subconscious — your heart and 

your emotions. For me, once | start 
thinking too much, things go pear- 
shaped. First time around the magic 
was there, second time It wasn't. 


For your third creative endeavour, 
you tried something very 
ambitious with |, Of The Mask. 
You actually created a 3D polygon 
based game on the Spectrum in 
1985, eight years before we were 
dashing down corridors in Doom. 
Yes, | had a 3D graphics engine, 
though it was very underpowered by 
today's standards. | think | could do 
100 polygons a second and It was 
the first time | used something called 
a 'state machine”. It's a programming 
construct — very iIntricate code — that 
ends up drawing the scene straight 
on to the physical screen. Normally, 
you'd draw a 3D scene into a hidden 
memory buffer but, with / Of The 
Mask, you can see it being drawn on 
to the screen from top to bottom in 
real time. | was very chuffed with tt. 


Dashing through the game's 
twisting corridors really is an 
impressive feat, Sandy. 

lt was one of the cleverest bits 

of code I've ever written. By that 
time, I'd met a few other Spectrum 
programmers. | knew John Hollis 
from Quicksilva of Time-Gate fame 
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who was an incredibly clever and 
interesting chap. There was some 
friendly challenging going on and 
somewhere in the back of my mind 
| was thinking, “| bet John would be 
impressed by this!" 


| Of The Mask is a technical 
triumph, but it can be pretty 
bewildering to play. 

| didn't have an 1****** clue what 
was going on! | have seen someone 
do a play-through on YouTube 
recently, which is the first time I've 
seen it completed, and | still don't 
really know what's going on. What 
can | say? I'm really sorry. 
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SANDY'S SETUP 


A recreation of the original desk Sandy would work at 


Cassette recorder doubles 
H up as data storage for the 
Speccy and the Softy... requires 
serious faffing with tapes and 
cables... 


[3 Speccy power supply, 
sitting on top of C so it can 


get even hoiter... 


E box containing 
a 12V transformer out of an 


old cine projector... powers D. 


D) 5V voltage regulator 
attached to humongous 


heatsink. Mmm... more heat. 


- Allimportant data 
storage facility. 


fria manual, for use as 
table mat. 


(A Edge connector plugged 
into Speccy. 


Ribbon cable - a cable with 
lots of lovely colours. 


Tristate buffers and address 
decoding, allows to connect 
to Speccy without crashing it... 

most of the time. 


SJ Massive 4k RAM, very 
impressive just a few 
years earlier. 


— Softy computer displays 
contents of Jon TV as hex 
digits, and allows editing. 


is Softy Manual with diagram 
of Softy's status bytes... 
very handy, no seriously... 


[T] Bandai Missile Invader... 
“allwork and no play”, 
andallthat... 


Screwdriver. Wellyou 
N never know when that ol 
Speccy might need opening up 
and prodding a bit. 


A bit of light reading 
material for visits to 
the bathroom. 


- The absolute cheapest 
calculator available... and 
it was stilltoo expensive. 


Combination finger 
() warmer and high 
frequency buzzer - or was that 
only mine? 


e Casio VL Tone, for 
composing and 
transcribing music. 


Interchangeable sheets of 
S rolled tree pulp used for 
recording data, code and notes 
— used much as a computer 
would be in today's era. 


Pencil with eraser — never 
Tf use a pen to write code 
unless you can write bug free 
code. 


This is where the Jaffa 

Cake was supposed to 
go, sadly, it got eaten just a 
few seconds before the photo 
was taken. 


| Of The Mask was published by 
Electric Dreams, set up by Rod 
Cousens after he left Quicksilva. 
Did he offer you complete creative 
freedom with the game? 

Rod asked me if | was doing another 
game and said, “great, we'll publish 
it!” | should've been part of a team, 
just doing graphics engines, because 
that's what interested me at the 
time. Someone else should've done 
game design, but | was pretty full of 
It. | thought | could do everything. | 
even thought I'd learn how to use 
an airbrush and do the front cover 
myself [laughs]. | think | went through 
a megalomaniac phase. | got a lot 

of attention and It's not good for the 
ego. | thought | could do anything 
and, patently, | was deluded. This is 
becoming like psycho-analysis... 


We'll send you the 
bill in the post. 
| remember asd 
nights finishing / Of 
The Mask, staying 
awake for two weeks 
with an hour's sleep 
Vel night maximum 
ecause a deadline 
was looming. | was 
hallucinating in front 
of the Spectrum. I've 
blanked a lot out as It 
was pretty miserable 
by this point. 


It was to be your final Spectrum 
game and your last published title, 
but you did work on Dick Special. 
Was the name your decision? 

Willy had done well so | thought “why 
not Dick?' 


How far did you get with 
developing it? 

lt began as some experiments on 
the Spectrum before quickly moving 
up to the Amiga. The graphics were 
pretty sumptuous for the time. The 
first Dick Special demo | did looked 
quite cartoon-like. | had these big 
animated characters, about a third of 
the size of the screen, moving about 
in complex environments. | actually 
motion captured them using puppets. 


Mo-cap puppets? Did you have to 
dress them up in Lycra suits with 
little orange balls attached? 
[laughs] Not quite! | built what you'd 
now call a “waldo” in film terms, 
which let you capture motion and it 
looked really human! It was really 


quite compelling and not something 
you'd seen on a computer back 
then, but It wasn't very useful for 


gameplay. It would be good for what 


you'd call a cutscene now, but | 
needed something the player could 
drive. So, | made an engine which 
was essentially isometric but with 
higher resolution than anything on 
the Spectrum. 


What was the game about? 

Dick was a Tintin type character. 
There was a hotel and a murder... It 
went through so many iterations and 
our ideas of what it would become 
were way ahead of what we could 
achieve. | think it would've ended up 
as a point-and-click detective story, 
but Telecomsoft pulled the plug with 
me owing them quite a lot of money. 


So it didn't end well... 

When | think back, | just remember 
a hell of a lot of politics. The industry 
had matured to the point of it being 
full of assholes. In-fighting and back 
stabbing. Telecomsoft had an office 
in New Oxford Street in London 
which Id occasionally visit from 
Scotland. It was an incredibly horrible 
place — people watching their backs 
all the time, people being sacked... a 
highly unpleasant place to work. 


So were you still with Angela at 
this point? 

She was producing it and living in 
London, | was up In Edinburgh. It got 
pretty strained. We weren't a couple 
anymore and it got nightmarish. It's 
probably why I've left Dick Special 
buried, but I'm a great hoarder 

and lím sure bits of it will surface 





du 


eventually. Il steel myself and put 
the demo disk into an Amiga one day. 


With Dick Special cancelled at the 
end of the Eighties, did you leave 
the games industry behind? 

In about 1994, | ended up working 
on hardware again, for Psygnosis, 
working on PSY-O, which was their 
development system for PlayStation 
games. | remember seeing the first 
PlayStation there — it was the size 

of a fridge freezer, all hand-wired, 
running a dinosaur demo. | remember 
thinking, “this is amazing, this is 

the future... but how can you get 
something moving realistically?* | 
thought of the work I'd done on Dick 
Special and started building a motion 
capture suit. | visited a shop in Soho 
that specialised in leather gear, 
looking for things that'd strap round 


é | started building a motion 
capture suit. A shop In Soho 
that specialised In leather gear 
kitted me out nicely 93 
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my wrist and other body parts. They 
kitted me out nicely. 


That's a lovely image Sandy. Did 
you get the suit working? 

lt rasped quite a bit when | breathed 
and it was so hot and sweaty | 
thought, “forget it, I'll just simulate 
movement through maths!" | got a 
ragdoll physics engine running on 

a Pentium in late 1994, which was 
quite a feat. Psygnosis thought It was 
fantastic and gave me some money 
to keep developing it but, when | did a 
tour of the studios, hawking this thing 
around, no-one wanted it... 


Do you think you'll ever return to 
making games, perhaps with an 
IOS version of Ant Attack? 

Not really... until | spoke at the Retro 
Revival event in Wolves this year. 
Talking to people who are interested in 
old computers, some who hadn't even 
been born when | wrote Ant Attack, 
who play It just because they enjoy 

It. You know you made people happy 
and it makes you want to do it again! 
It's probably just a fantasy, though. 


And we're back where we started, 
asking you about Ant Attack... 

| wouldn't be doing this interview if | 
didn't enjoy it. My involvement with 
Ant Attack has been far greater In the 
years after it came out than during 
those five months | spent writing It. It 
amazes and delights me. | get to meet 
lots of Interesting people and tt's like 
having a super-duper hobby. I'm really 
into old tech — | collect old computers 
— and I've realised I've become a living 
museum piece. In some small way, 
[fm part of that story of old computers 
and I'm relishing the role! 


Thanks to Fred White, Sandy's. 
dad, for the portraits. == 
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“KICK! PUNCH! IT'S ALL IN THE MIND" 


» PlayStation 
» NanaQOn-Sha 
| » 1996 

Masaya Matsuura may not have 

created the rhythm genre when 
he unleashed his cute rapping puppy, but 
he arguably popularised it and brought it to 
the attention of the gaming masses. 

The core mechanics of PaRappa The Rapper 
are still widely used today, but in 1996 they 
were iIncredibly innovative, fusing gameplay to 
music in a way that few previous games had 
been able to successfully manage. 

Matsuura's game Is ridiculous fun, telling the 
tale of our titular hero who wants to steal the 
irresistible Sunny Funny away from his canine 
rival Joe Chin. What follows is a genuinely 
hilarious adventure that sees PaRappa rapping 


aRappa The Rapper " 


his way through karate lessons, a driving test 
and even a toilet queue, before finally making 
his debut on stage In an attempt to win Sunny 
Funny's flowery heart. 

Gameplay Is fairly basic and revolves around 
hitting buttons in time to the music's beat. 
There are only six stages, but Parappa's clever 
ranking system — you'll drop one of four ranks if 
you mess up two lines in a row and must then 
play well for two lines to reclaim It — ensures 
that the game has plenty of replay value. And 
that's before you even delve into the freestyling 
that's unlocked after completing the game. 

Brought to life by the distinctive artwork of 
Rodney Greenblat — Matsuura and Greenblat 
insisted It retained its 2D look — and featuring a 
range of superb tunes, PaRappa The Rapper Is 
as entertaining as it is innovative. WE 
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>>We've had a 
diverse range of 
games this issue. 
Nintendo finally 
unleashes Pikmin 
3 for Wii U, the 
ultimate rumble 
takes place in 

fo X Zone, 
while Rogue 
Legacy makes us 
fall in love with 
videogames again 





se PICHS Ur 
THE MOUNT 


DARRAN 

Rogue Legacy 

Brilliant controls, avvesome 
visuals and some intense boss 
fights all combine to create 
one ofthe best games I've 
played in ages. Amazing fun. 





Pikmin 3 

Not a massive improvement 
over Pikmin 2, butthat's 
because Pikmin 2 got 
everything so very right. 


98 | RETRO GAMER 





» FEATURED SYSTEM: PC 
» ALSO AVAILABLE ON: N/A 
» RELEASED: OUT NOW 

» PRICE: $15 (£11.99) 


» PUBLISHER: CELLAR DOOR 
GAMES 


» DEVELOPER: IN-HOUSE 
» PLAYERS: | 


» [PC] Not every room is filled 
with incredible danger. Earn a 
chance to win some money off 
this creepy looking clown. 






Shut your eyes for a 
moment. Now imagine a 
game that takes the best 


fuses it with glorious 2D pixel work. 
Sounds good, right? Now imagine 

it boasts the clever exploration of 
Super Metroid, the glorious item 
pick-ups of Castlevania: Symphony 
Of The Night, the clever progression 
system of Demon's Souls and the 
brutal challenge of Spelunky. Sounds 
incredible right? Now open your eyes, 
head to www.roguelegacy.com and 
buy that very game. 


Rogue Legacy Is everything that we love 


about videogames, and It's easily the best 
game we've played this year that doesn't 
have Us, Last, Of or The in the title. It's a 
very bold statement to be sure, but this is 


a bold game, a game that takes the myriad 


conventions of the 35 year-old sub-genre 





elements of a roguelike and 


*GO DEEPER 


>>Cellar Door Games first 
ormed in 2009 andiis based in 
oronto, Ontario., 


b>It's best known for its Flash! 

games, including / Have 1 Da 

Hand the delightfully named 
Don't Shit Your Pants) 


>> Rogue Legacyis currentl 
only available on PC, but Mac 
and Linux versions will be 
available at a later date. 





THE GREATEST GAME YOU'LL 
PLAY THIS YEAR. NO, REALLY 





» [PC] “If you go 
down to the woods 
today you're sure of a 
swift demise.' 


and turns them unceremoniously on their 
collective heads. 

Rogue Legacy Is all about your children. 
Some of them are assassins, some are 
barbarians and some are ninjas. Others 
are elderly, some fart and some even have 
maladies like gigantism and ADHD. You'll 
love each ard every ore of them however, 
and will heave a heavy sigh when they 
quickly succumb to the sheer amount of 
ndiculous dargers found in Castle Harmsor 
and its three outlying areas. 

When your main character dies (and he 
will very quickly) he passes his meagre 
skills and gold onto his three children. 
Each child has an affliction ranging from 
OCD to dwarfism, and many affect 
gameplay. Gigantism gives you a larger 
reach for example, but makes you easier 
to hit, while near-sightedness means that 
the screen blurs the peripheral vision of 
your character. Once your child has been 
selected you car move orto spendrg vou 
gold, which unlocks everything from new 
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» [PC] This character is thin, 
meaning a strike from an enemy will 
throw her puny form backwards. 


BRIEF HISTORY 


» Although Beneath Apple 
Manor came before it, it's 
Rogue, created in 1980 that is 
often credited for spawning the 
sub-genre of gaming known 

as the roguelike. Focusing on 
procedurally generated content, 
treasures and vicious monsters, 
the sub-genre has been 
entertaining gamers for the past 
30-odd years and shows no sign 
of slowing down. 


The nature of the procedurally generated 
dungeons will put some gamers off but, 
while some of them are overly tricky, you've 
always got a way to get through them, 
more so once you get useful skills like the 
double jump and the ability to fly (for limited 
amounts of time). Obtaining these skills 
becomes crucial as you progress because 
certain rooms have special chests that will 
only unlock if you pass a test. The tests 
themselves range from taking no damage 
to reaching a chest in a specific amount 
of time, to killing all enemies on-screen. 
Some are impossible without the relevant 
piece of equipment so you can either leave 
them, with the hope of encountering the 
same chest at a later date, or simply lock 
the castle down before you enter it. This Is 











do à » [PC] When your lineage dies, 
you'll be shown the bodies of 
every creature they slew. 






character classes to the ability to improve 
your base stats, health and chance for 
critical hits. It's a fantastic system, slowly 
unlocking and powering up your character 
who kindly passes on his newly acquired 
skills and equipment to the next In line. A 
blacksmith and enchantress can be found 
in the castle's grounds who will make new 
equipment and magical glyphs for you 
that, again, are passed on. There's even an 
architect who will lock the castle in place, 
allowing you to retrace your route. 

The castle and its surrounding grounds 
are dangerous and filled with all manner 
of cute monstrosities. Each area features 
significantly tougher challenges and houses 
an insanely brutal boss. Kill every boss and 





» [PC] Your manor doubles as a skilltree, allowing you to unlock 
more skills and classes, providing you have enough money... 


Beneath Apple 
Manor (1978) 

This game for the Apple II 
actually predates Rogue. Like 
Rogue, Beneath Apple Manor 
is about entering dungeons, 
killing monsters and collecting 
treasure as you search for the 
fc] o)[cTo NR CTo) [o [cia ÁVojo)[cE 


| (1991) 


| Fatal Labyrinth 


| Sega's game first existed on 
its ill-fated Meganet service, 

| before it made its Mega Drive 

| debut. It's a decent take on 
the genre, but the reliance on 

| eating food to survive does 

| get a little frustrating. 






you'll be able to tackle the threat that lies 
behind the main doors in Castle Hamson's 
lobby. Luckily, destroyed bosses stay dead, 
which is handy, as they soak up an insane 
amount of damage before they eventually 
expire. Boasting tough attack patterns that 
juxtapose their cute visages, the bosses of 
Rogue Legacy feel almost like they belong 
in a shoot-'em-up at times and you'll need 
to be suitably powered-up if you want to 
take them down. 

Even when you've died against a boss 
for the 15th time you really won't mind 
because It's always your fault when it 
happens. Like Spelunky and Demon's 
Souls, the tightly crafted controls mean that 
you can't blame anything other than your 
Own poor reactions and sense of greed. 
You'll continually enter a new room for 
no other reason than to get a whiff of the 
treasures that may lie inside and you'll often 
die painfully as a result. You'll simply get on 
with It though, safe in the knowledge that 
you won't make the same mistake the next 
time. Except you will. 
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Pokémon Mystery 
Dungeon: Red 
Rescue Team (2005) 
Trust Nintendo to take an 
age-old sub-genre and give 
it a cute new spin. Chunsoft's 
series remains massively 
[oo Jo JU |F- | 88 0) do NVTO [Ta To NE= La Mt 
introduction to the sub-genre. | wirelessly. 


WHY NOT TRY 


Y SOMETHING OLD 
BENEATH APPLE MANOR (APPLE II) 





Y SOMETHING NEUJ 
SPELUNKY (XBOX 360) 


a fantastic trick, allowing you to better learn 
the castle's layout, but It does come with 
caveats: you earn less money and normal, 
opened treasure chests will remain empty. 
With its finely honed controls, glorious 
looking 2D visuals and chirpy chip tunes, 
Rogue Legacy Is a fantastic game that, 
like Spelunky and Demon's Souls before 
It, constantly gives as you put more into 
It. Rogue Legacy proves that even the 
most well trodden genres can continue to 
impress if a little thought Is put into them — 
and that there is still plenty of imagination 
to be found within the games industry. If 
games like Rogue Legacy didn't exist, the 
world would be a far sadder place. 


In a nutshell 


It takes the tried and tested formula of 
roguelikes and platformers and smashes 
them together, delivering a fantastic 
experience bristling with old-school 
charm and insanely addictive gameplay. 
Buy it, love it, then get your friend to 


buy it and love it. 
>> 


Score 97% 
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Wanderer (2006) 


Chunsoft's roguelike appeared 
on SNES before being ported 
to the DS. It features a neat 
mechanic where DS players 
can request the help of others 


Spelunky (2009) 
Derek Yu's delightfully 
brutal take on the roguelike 
first appeared on PCin a 
cute 8-bit form. In 2012 it 
was released on Xbox Live 
Arcade and featured greatly 
enhanced visuals. It's also 
heading to PS Vita. 
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>> STURMWIND 
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NORMA TION 


| 
» FEATURED SYSTEM: 
DREAMCAST 


ALSO AVAILABLE ON: 
N/A 


RELEASED: OUT NOW 


PRICE: €34.95 (6995 
LIMITED EDITION) 


PUBLISHER: 
REDSPOTGAMES 


DEVELOPER: 
DURANIK 
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PLAYERS: 1 
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WHY NOT TRY 


Y SOMETHING OLD 
AXELAY (SNES) 


7 SOMETHING NEUJ 
AKAI KATANA (XBOX 360) 
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» Publisher redspotgames is 
relatively new on the homebrew 
scene, having existed since 2005. 
Based in Munich, Germany, 

it's become well known for 
championing Sega's Dreamcast, 
with co-founder Max Scharl 
actively lobbying Japanese 
developers with petitions to 
release shooters on the console. 
It's recently started branching out 
to digital platforms like Xbox Live 
Arcade and WiiWare. 





* 60 DEEPER 
The facts behind 
Sturmwind 


>> Duranik's previous games 
have included Breakout clone 
Impulsefor the Atari Falcon and 
Alpine Games for the Atari Lynx. 


>> Duranik planned another 
shooter for the Atari Jaguar 
called Native, which was 
cancelled in 1997. Download a 
demo from www .duranik.com. 


>> Sturmwind publisher 
redspotgames has released 
various other Dreamcast games, 
including Wind And Water: 
Puzzle Battles, Rush Rush Rally 
Racing and Fast Striker. 
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( We're not usually big fans 
h 4 of European shoot-'em-ups, 

mainly because they always 
REA feel a little lacking when 
compared to their Eastern counterparts. 
Sturmwindis different however, 
delivering an intense shmup experience 
that is far better than many official 
releases on the machine. 

Created by two brothers, Sturmwind has 
been a six-year labour of love, with Roland 
and Johannes Graf originally intending to 
release the game on Atari's Jaguar. It's 
ended up on the Dreamcast however, and 
we couldn't be more impressed with the 
end result. 

Mechanically, Sturmwind is extremely 
solid. There are three different main 
weapons — including a cool Axelay-style 
spread gun — that can be continually 
powered up by collecting the relevant 
coloured tokens. Get hit by a bullet or 
graze an object and you'll lose the currently 
equipped gun, which can fortunately 
be reclaimed by collecting the correctly 
coloured power-up. Your ship can switch 
from firing forwards to firing backwards 
with a simple touch of the left trigger, 
while satellites can be repositioned with 
the Y button for more advantageous firing. 
It's an elegant system, allowing you to 
concentrate on the huge attack waves 
Sturmwind constantly throws at you. 

Graphically it's fantastic, with imnmensely 
detailed backdrops and some imaginative, 
well-animated boss encounters. The Euro- 
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» [Dreamcast] A couple of Sturmwind's levels are viewed 
from above. They're a nice addition, but don't feel as 
polished as the side-on sections. 


» [Dreamcast] Boss battles are really 
good. This giant octopus tries to 
baller you vet o pumibsem Psgiier 


style soundtrack doesn't quite match the 
explosiveness of the gameplay — it peaks 
with the track found on level one — but 

It has slowly grown on us. It's the sheer 
imagination packed into Sturmwind's 16 
levels that really gets you though. Stars 
explode, filling the screen with an intense 
white light, underwater stages feature huge 
tentacles that snake their way below you, 
while one stage Is illuminated only by your 
ship's light. Not every idea is pulled off — a 
lack of light and things that momentarily 
invert your controls in a shoot-'em-up are 
never good ideas — but, for the most part, 
Duranik pulls it off handsomely. Sturmwind 
even switches viewpoint occasionally to 
allow you to view the action directly above 
your ship. It's an interesting idea, but does 
feels a little underdeveloped. 

Sturmwind avoids the pitfalls of many 
European shmups by making bullets easy 
to see, not over-complicating the scoring 
system and straddling the fine line between 
rip-off and homage for its gigantic bosses. 
It's occasionally hard to work out what parts 
of a stage you can and can't touch but, 
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» [Dreamcast] One downside of Sturmwind SE 
is that it's not always clear what you can 
and can't touch with your ship. 





» [Dreamcast] While the levels look generic occasionally, 
they have lots going on in them. 





Pcs 


overall, this is a stunning achievement that 
every Dreamcast owner should experience. 


In a nutshell 

Sturmwvind delivers stunning visuals, 
satisfying gameplay mechanics and 
excellent boss battles to deliver the best 
Western developed shooter that we've 
played on Sega's console. It's taken an 
age to appear, but the wait has certainly 
been worth it. 


>> 
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» [PS Vita] Killing multiple = 
enemies increases your [HH 





multiplier, so rush through ie 
levels as quickly as possible. pa 


Hotline Miami 


» FEATURED SYSTEM: PS VITA » ALSO AVAILABLE ON: PC, PS3, MAC, LINUX » RELEASED: OUT NOW 
» PRICE: £6.49 » PUBLISHER: DEVOLVER DIGITAL » DEVELOPER: DENNATON GAMES » PLAYERS: 1 


>> Hotline Miami is one 
of the most gruesome 





Necks are snapped, 
people are brutally stabbed and shot 
bodies spray entrails everywhere. It's 
sick, It's violent, but we can't stop 
playing It. 

At its heart, Hotline Miami is a 
score attack game. You go through 
an enemy hideout taking out each 
person as quickly and brutally as 
possible, getting points for style, 


games we've ever played. 


Revleu)S: ROUND-UP 


| Pikmin 3 
» FEATURED SYSTEM: WIU » ALSO AVAILABLE ON: NA » RELEASED: OUT NOW 
» PRICE: 44.99 » PUBLISHER: NINTENDO » DEVELOPER: NINTENDO EAD GROUP NO 4 » PLAYERS: 1-3 











introduced — you can now control 
three characters at a time — while 
there are plenty of imaginative boss 
fights as you play through the lengthy 
story mode. It's not evolving the 
Pikmin formula in any real way, but the 
tightly crafted level design, charming 
mini-games and beautiful aesthetics 
ensure Its position as one of the first 
must-own Wii U games. 


Score 89% 


>> Pikmin 3 is easily 
the prettiest Wil U game 
we've played so far. 

The pikmin and their 
environments look stunning in HD, and 
you can almost imagine epic pikmin 
battles taking place at the bottom 

of your garden. Gameplay-wise, It's 
effectively a refinement of Pikmin 2's 
controls, with the GamePad proving 

to be surprisingly effective at herding 
your pikmin and sending them to 
battle. A selection of new pikmin are >> 


creative kills and so on. Enemies have 
predetermined routes and respond if 
they see you, but the Al isn't the best 
meaning you're occasionally surprised 
by erratic actions. It's incredibly tough 
as well, with your character being just 
as frail as the enemies he despatches. 
It's a little awkward to play on Vita 
compared to the PC version, but it 
remains a great take on the genre. 


>> Score 87% 


» [Wii U] You'll often have to divide yourforces » 
to stand the best chance of completing Pikmin E 
S's cleverly designed stages. 











Willy's Great Adventure 


» FEATURED SYSTEM: OS » ALSO AVAILABLE ON: ANDROID » RELEASED: OUT NOW | | [7 : ac 
» PRICE: £1.49 (1.49 ANDROID) » PUBLISHER: ELITE » DEVELOPER: TERRY LLOYD » PLAYERS: 1 : - y my 


>> Before you get 
excited, this has 

nothing to do with the 
Matthew Smith and 

Elite collaboration that was recently 
announced. Willy's Great Adventure is 
instead a 28-year-old mod of Jet Set 
Willy, and boy does it show. While it's 
been authorised by Matthew, It's not 
much of a recommendation. Willy's 
Great Adventure isn't very good, 
mainly because the level design is all 
over the place. 

There are secrets to be found if you 
look for them, but many of the rooms 
just don't feel very well designed 
and it smacks of the 28-year-old fan 
project that It is. There seems to be 
little sense to some of the rooms — 
many require pixel perfect jumping 
that the touch controls can't really 
deliver — while you'll often die if you 
enter a room from the wrong position. 
The emphasis on exploring means 
that you'll occasionally get trapped 
with no possible means of escape. 





» [i0S] The level design is very hitand EL 
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Mechanics like this felt quaint 30-odd 
years ago, but we expect a Ittle more 
from our games today — even If this Is 
a relic from the good old days. 

Graphicaly 1's exacty what you'd 
Expo, vit extremely simmbar visuais 
to te orgral Mario Minor and Jet 
Set Willy. but te characters lack the 
Sumessto styie of Smith's creabon 
and theretore a lot of the charm 
Lathovor ve did spot a fev classics 
among! Era ney sprites), Sonicaly f's 
pretty much fat you d expect from 
a Spectrur” game as well and, while 
ts a nte try, the sound effects wrl 
Certurty rasa à smãa, 

For rrary gamers, Mande Miner 
Was à mastesprce of game design, 
jul tras 15 Wibe more than an average 
piattormer masquerading in Wilhy's 
Couro and, as à result, is hard to 
racormend, vva cêd like his natty new 
hat though 


>> Score 55% 
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>> Every month we look at allthe classics and latest 
releases that are available to buy or download 


Ye DOUINLORD OF THE MONTH 





INFORMA TION 


* System: PC 
» Buy it for: £9.99 

» Buy it from: www.steampowered.com 
» Score: 90% 
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Final Fantasy VII 


For many, Final Fantasy VIl remains the best game in the series. If 
you've never experienced this 32-bit gem, then this recent Steam version — 
released a year after it made its debut on Square Enix's official store — is the 
perfect way to do so. 

First released on PlayStation in 1997, Final Fantasy VI! ushered in a new 
era for Square's RPGs, delivering stunning cinematics, a gripping story and 
a grandiose orchestral soundtrack, all spread across three discs. This new 
Steam release is an enhanced version of the PC port that appeared in 1998. 

The most noticeable is that the visuals have been given a resolution 
upgrade, now catering for 1080p display. While the textures themselves 
haven't been changed, the whole graphical look has a sharpness to it 
(particularly in battle scenes) that we found rather pleasing. Sadly, the original 
PC music hasn't been given the same treatment, meaning that the midi files 
don't sound as nice as the PlayStation soundtrack. 

Achievements and cloud saving have also been added — although the 
latter was a little tricky to set up — and there's also the option to use a new 
controversial Character Booster. This is only available via cloud saving and 
effectively maxes out all your characters, meaning that you can concentrate 
on simply enjoying the story. It's an interesting addition, but we can see It 
upsetting purists (we personally didn't like 1t). 

Aside from the aforementioned tweaks this is otherwise the same epic 
RPG that enthralled gamers back in 1997 and, while there's no denvying that 
the graphics have certainly lost some of their sheen over the intervening 
years, the story and characterisation remain as strong as ever. Optional 
character boosting aside, this is arguably the best version of Square's classic 
game. It's just a shame DotEmu didn't sort the music out... 
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Deus Ex: The Fall 

» System: IOS 

» Buy it for: £4.99 

» Buy it from: AppStore 

» Score: 60% 

» The Fall does a fantastic job of capturing the 
stylistic look of Deus Ex: Human Revolution. 
Unfortunately, that's where the similarities end, 
as the iPad proves ill-suited to such a complex 
game. The controls are extremely fiddly and often 
letyou down when things get heated. Enemy Alis 
also poor, while the level design lacks the multi- 
path approach of other Deus Ex games. A decent 
adventure ill-suited to the platform it features on. 


Superfrog HD 

» System: PS Vita (tested) PS3 

» Buy it for: £6.49 

» Buy it from: online/retail 

» Score: 71% 

» Firstly, we're glad Superfrog is back. Seconadly, 
we wish he wasn't so darned fast, as it's hard to 
avoid certain enemies — particularly on Vita. The 
lack of Lucozade and original graphics is also a 
shame. Niggles aside, Superfrog HD is actually 
a slick update of the classic Amiga platformer, 
with neat extras like a level editor, a re-tweaked 
difficulty setting and lots of secrets. It's a little 
aged now, but remains good fun. 





























New Super Luigi U 

» System: Wii U 

» Buy it for: £1799 

» Buy it from: Wii U eShop 

» Score: 76% 

» This massive add-on for New Super Mario Bros 
Wii U remixes the 82 courses of the original game 
and puts you in control of Mario's more skittish 
brother. The levels that Luigi faces are far tougher, 
with sneakily placed enemies and a complete 

lack of mid-level checkpoints. That doesn't make 
them better however, and, while the platforming 
remains a cut above the work of other developers, 
it's surprisingly sloppy for Nintendo. 


Project X Zone 

» System: 3DS 

» Buy it for: £3499 

» Buy it from: 3DS eShop/online 

» Score: 58% 

» Project X Zone sounds brilliant on paper, being 
a dense RPG that combines some of the best 
characters from Sega, Capcom and Namco 
together. Unfortunately, the idea is far better 
than the reality. The story itselfis pure bobbins, 
existing for no other reason than to bring classic 
characters together, while the strategy elements 
feelundercooked. The roster willentertain you, 
but the game itself is strangely lacking. 


The Night Of The Rabbit 


» System: PC (tested) Mac » Buy it for: £16.99 » Buy it from: online/retail » Score: 68% 


Daedalic Entertainment's latest game is quite simply beautiful. It features 
enchanting hand-drawn 2D backgrounds that look like a storybook come to life, 
along with a host of cute anthropomorphic animals that are as well detailed and 
animated as the magical backdrops they inhabit. 

The story as well is very entertaining, telling the tale of a young boy called 
Jerry who Is offered an apprenticeship by a well-dressed rabbit two days before 
he's due back at school. He soon realizes that not everything Is as It seems 
however, getting caught up in a huge adventure that does its best to evoke the 
classic point-and-click adventures of old. 

The interface used throughout is very slick and works extremely well, but The 
Night Of The Rabbit is often let down by confusing puzzles where you'll simply 
click on everything in the hope of being able to proceed. It also feels a little too 
bloated at times, but there's no denvying the sheer amount of charm packed into 
this old-school adventure. 
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ON SALE NOW 
E Batman Exclusive m Making the PS4 E The Division Interview 





BUY YOUR ISSUE TODAY 


Print edition available at www.imagineshop.co.uk 
Digital edition available at www.greatdigitalmags.com 


Available on the following platforms 


4 : facebook.com/gamesTM twitter.com/gamesTMmag 





Made In Creative 
UK is an initiative 
to raise awareness 
of the UK's 
contribution to the 
games industry. 


Along with some big 


name mainstream 
firms like Kuju 

and Crytek — and 
indies including 
IndieCity — the 
people behind the 
scheme have said 
that they're willing 
to include retro 
developers as well. 
It's nice to know 
that some of our 

8 and 16-bit talent 
will hopefully be 
showcased on their 
website at WWW. 
MadelInCreativeUK. 
com/soon 





FORMAT: SPECTRUM 
DEVELOPER: THE MOJON TWINS 
LINK: WWW.KIKSTART.EU/ 
COVERTAPE-2-SPEC 

RELEASE: 2013 

PRICE: FREE 

REVIEWED BY: JASON KELK 





» [Spectrum] Remember to save often. 





» [Spectrum] Which witch is which? 


104: RETRO GAMER 


>> The scene's latest news and reviews 


COVERTAPE 7/2 


e're used to the Mojon Twins 
name cropping up on a 
regular basis in homebrew 
circles, but there hasn't 
been much news from the collective 
lately — and now we know why. 
Because, along with the NES version of Sir 
Abadol!, it's just released Covertape 42 — a 
compilation containing 11 titles. There's also 
an introduction, which Is playable but lacks 
a way to die, and a preview of Sir Abado! 2, 
which is actually a discarded level and could 
be considered a small but complete game in 
Its OWn right. 

As with the majority of Mojon Twins 
output, Covertape 42's content is comprised 
of games that are either platform or maze- 
based, where the player Is tasked with 
collecting a quota of objects and finding keys 
for locked doors. What makes each title in 
the collection stand out from the others — 
apart ffom some having ridiculously long 
or bizarre titles — is a combination of visual 
styling, the difficulty level and some of the 
games employing unusual control schemes 
to shake things up a bit. 

In Bootee the player controls 
recurring character Cheril, whose 
legs have magically been changed into a 
giant boot, making her difficult to control 
as she constantly hops around. Monono's 
twist Is that the jump is feeble but, as long 
as the button Is held down, grows stronger 
with each leap. Jet Paco does away with 
the jump entirely, swapping It for a thrust 
control similar to that of Jetpac, which 
sends the titular character soaring around 
the screen. Other games like Balowwwvn, 
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D'veel'ng — again starring Cheril — and Mega 
Meghan are all top down adventures that 
apply a degree of inertia to their controls. 
Pretty much everything In this collection 
is up to the Mojon Twins standard, but 
having them all tum up at the same time 
does draw attention to how similar many 
of them are. This doesn't mean that they're 
bad games at all, however, and there's 
bound to be something for gamers of every 
skill level here. The titles we enjoyed most 
from the platforming side of things were 
the tricky Dogmole Tuppowski Vs The 
Mesmerizing Meemaid From Miskatonic 
and Jet Paco, while saving a witch's 
daughters in D'veeling — which is based 
on previous Mojon game Cheril Of The 


E » [Spectrum] Guess who woz 'ere. 
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MOJON THINS. 


6 ad 


» [Spectrum] Putting the boot in. 
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Bosque — and the tense fun of guiding a 
football around hazards in Balowwwn were 
very absorbing takes on the maze genre. 
Ramire The Vampire And The Mushroom 
Of Cheshire, Julifrustris In The City — which 
stars an R2D2 style robot and has a 

terrible “joke” about Android revisions In the 
storyline — and Bootee are the tougher titles 
for more experienced gamers, the latter in 
particular due to Its controls. 

Some of the games contain graphics and 
storylines that are probably only suitable for 
adults, so readers may want to make sure 
their children aren't 
present when the 
Spectrum is loading 
them up. 





» [Spectrum] Where'd | leave that TARDIS? 
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RUSSIAN BLOB 


FORMAT: GAME BOY ADVANCE » DEVELOPER: ALCAZAR 
DOWNLOAD: WWW.KIKSTART.EU/RUSSIAN-BLOB-GBA » PRICE: FREE 


Russian Blob was designed by five students at French 
game design school ENJMIN, who wanted to challenge 
themselves by working on a more minimal platform and 
within a limited timeframe. 

The titular globule needs guiding through scrolling 
levels containing pits of deadly green liquid and spikes. 
Pressing the right shoulder button splits a smaller blob 
from the main one that can leave its parent behind to 
make its way through more confined spaces. This can be 
repeated until there are four blobs, with the smallest one 
always under player control. 

As long as there's space for It, pressing the left shoulder 
will teleport the next blob up from the current one to 
the player's position. The puzzles all hinge on finding 
the correct size for a specific hazard, with some places 
a ni esses Deing easier when 
E o E à sb approached with 
hi | E alarger blob. 





Fm The levels are 
Be devious but fun 
and, although it's 
somewnhat 
short, Russian 
| s , E Blobis put 

Ta A together 
very well. 


[GBA] Another lonely day. 


[C16] Missed me, missed me. 
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If you have a homebrew project you would like 
to see featured then please contact us at: 


retrogamer O imagine-publishing.co.uk 


SHMUP! 


» FORMAT: MSX » DEVELOPER: IMANOK 
» DOWNLOAD: WWW.KIKSTART.EU/SHMUP-MSX » PRICE: FREE 


The world is under attack and one brave pilot has, 
unusually, been given two spacecraft to repel these 
extraterrestrial menaces. Both craft are controlled by 
a single joystick and can fly in two formations that 
can be cycled between at any point with the second 
fire button. If enough fusion pods are collected they 
will merge into something even more capable of 
smashing enemies. The ships can be destroyed 
independently, with replacements dished out as long 
as there are lives remaining; earning 8,000 points will 
add a new ship to the spares pile. 

Shmup! looks simple visually, with single 
colour sprites and an understated parallax effect 
in the background, rather than full-blown scrolling 
landscapes, but it isn't a game to be taken lightly 
and there's some thought needed to spot the best 
points to switch formations. Decent hand to eye 
co-ordination is also a requirement — the action Is fast 
paced and each of the different enemies 
has their own distinct movement pattern. TA 


FB OR 
144 








LUNAR RESCUE 


FORMAT: COMMODORE 16 » DEVELOPER: DANIEL CRESPO ANDRÉS 
DOWNLOAD: WWW.KIKSTART.EU/LUNAR-RESCUE-C16 » PRICE: FREE 





The lunar colonies are rapidly being overrun by 
extraterrestrials and the colonists need to be ferried to the 
safety of a mother ship in orbit. The player takes control of 
a Lunar Excursion Module and rescuing a colonist means 
launching this small craft, guiding it down to one of the 
landing pads on the moon's surface through a field of 
asteroids and then returning to orbit through the swarm 

of flying saucers. During Its descent, the ship's thrusters 
can be fired to slow movement and a weapon can be fired 
upwards when ascending. 

Lunar Rescue Isn't an exact conversion of the Taito coin- 
op that inspired it, but it's still falrly playable. There's quite 
a bit of sluggishness to the movement of in-game objects 
and keyboard responses, so holding a key can store up 
commands and send the LEM careering out of control, 
but tapping the keys seemed to work and made saving 
colonists a little less frustrating. 





WHAT'S BREWING? 


All the latest news from 
the homebrew community 
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INES] Fight, fight, fight! 


LET'S GO ADVENTURING! 


Sly Dog Studios” Candelabra: Estoscerro 
is a dungeon crawling game for the NES 
that uses an unusual two pad system to 
control a party of three adventurers as 
they explore maze-like tunnels. We've 

had a quick play of the demo at Sly Dog's 
website and, although there's not much 

of a level there and it hasn't been properly 
tested at this stage, it does feel quite solid. 
www.kikstart.eu/candelabra-demo-nes. 
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[Vectrex] Always hopeful, yet discontent. 


INVADERS, POSSIBLY 
FROM SPACE 


The difficulty is very unbalanced right 

now —to the point where the fourth level 
will almost certainly kill most players — 

but Nagoya Attack for the Vectrex is an 
early version of a Space Invaders inspired 
shoot-'em-up that looks and sounds very 
promising. www.kikstart.eu/nagoya-vectrex 
leads to the developer's thread over at the 
Atari Age forums with the demo ROM to 
download and linkage to a YouTube video. 








[Atari 2600] Looking a lot less green now! 


INTERNATIONAL 
DIALLING 


Finally, we have ET: The Extra-Terrestrial 
for the Atari 2600, or rather a patched 
and more playable version. www. 
kikstart.eu/fixing-et-2600 documents the 
repairing of legitimate bugs, changing 

E T's colour, installing an Easter Egg and 
altering collision detection so falling 

into a well doesn't happen when ET's 
head touches it. It's an interesting but 
extremely technical read and there's a 
ROM to download as well. 
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>> The scene's latest news and reviews 





WHAT'S BREWING? 


the homebrew community 





SKY OF BLUE AND SEA 
OF GREEN 


Aqua Kitty is a Defender-inspired Xbox Live 
indie shoot-'em-up set in a future where 
cats are mining something very similar to 
full fat milk from underwater wells. The 
player controls a small sub and must defend 
the drilling rigs from attack by robotic sea A. 
life and save any abducted feline workers | 


before they're dragged away. We've given it = = 


a quick blast and, after a little acclimatising 
to the unusual control scheme, found it to be 
DOWNLOAD: WWW.KIKSTART.EU/COTTONHEAD-PC 


reasonably playable and nicely presented. 
Wade over to www.kikstart.eu/aqua-kitty- 
xblig for more information. 

Released in the recent Ludum Dare competition, 


Cottonhead is the story of a charming little cloud-being 
who has accidentally fallen to Earth from his home town of 
Cottoncity. Since he's young and isn't yet capable of flight, 
If he wants to get back home hell need to master that art 
before heading skywards to meet the local wizard who can 
ald him further in his quest. 

This is a very nicely presented and cute little platform 
game, so It's something of a shame that it only comes 
with a couple of quests to complete — we walked through 


COPS N ROBBERS 


DOWNLOAD: WWW.KIKSTARTEU/COPS-ROBBERS-XBLIG 





BLUE RINSE RACING 


Sticking with absurd storylines, Fanny 
Granny's Great Escape hands the player 
control of a gran aboard a shop mobility 
scooter as it hurtles down the motorway. 
The scooter can barrel roll between lanes, 
leap over traffic and has what we'll tactfully 
describe as a 'methane boost' which, when 
charged, will let it smash other vehicles off 
the road. www.kikstart-eu/granny-xblig. 


E Acid 


A gang of bank robbers have just pulled off a daring heist, 
only to have fate strike them a cruel blow during their escape, 
leaving all of their ill-gotten loot spread out across the centre 
of town. The thieves need the player's help to collect the 
coins while avoiding other road users and the now less than 
happy police in their fast-moving cruisers. Sticks of dynamite 
can be strategically deployed to send the coppers back to 
their base. 

Cops N Robbers is basically a copy of Pac-Man with a 
police flavoured skin on top and a few extra features. 
The enemy Al, like 
many clones, isn't 
particularly bright 
and at its most 
random can prove 
quite annoving, 
but the simple vet 
Tast-paced gameplay Is 
frantic and enjoyable. 
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everything in around 20 minutes on the first go and would 
have enjoyed a chance to learn more about Cottonhead, the 
people he meets and their world. 
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SECTOR 7-4-9ER 


DOWNLOAD: WWW.KIKSTART.EU/SECTOR-749-XBLIG 


The life of a space-bound mining engineer is a lucrative one; 
heading Into deep space, locating asteroids and blowing them 
up to get at the precious minerals below the surface can earm 
the bravest engineers a lot of cash. But minerals aren't the 
only thing that can be mined from asteroids, and there are 
occasional pieces of alien technology, energy crystals and alien 
life forms of various kinds to be found. Some aliens are helpful, 
but most are hazardous. Some will explode when blasted and 
these can be used, with a bit of skill and some shots fired from 
a safe distance, to knock large chunks of the asteroid away. 
There are two mining ships available to take tunnelling. 
One craft has a “push to go' control scheme which is easy to 
use, while the other needs to be rotated before its thrusters 
drive It forward or backwards, with the advantage of using 
the trickier controls being the 
extra firepower that the ship 
carries. That said, wading in 
with all guns blazing doesn't 
really work with Sector 7-4-9er, 
a more methodical approach to 
mining chunks of an asteroid is 
far more productive. 














HUMEDIREU HERUES 


RECENTLY WE PLAYED THE MONOCHROMATIC 
PUZZLER NINJA TWINS. WE GOT IN TOUCH WITH 
DEVELOPER DAVIT MASIA — WHO WORKS UNDER THE 
NAME MATRIAX AND PUBLISHES GAMES UNDER THE 
KRONBITS LABEL — TO DISCUSS SQUARE NINJAS AND 








TRICKY PUZZLES 


To begin, where did the inspiration 
for Ninja Twins come from? 


called Guardian Rock and One And 
One Story. The players were 
changed into ninjas instead of a 
boy and girl because everything 
is more fun with ninjas! 


kt sports a very distinctive style, was 
this there from the beginning or did 
it come later? 
From the beginning | made the game using 
only four grey colours — later | added some red 
for the blood — all to get a retro style similar to 
the old NES games. 

| selected this style because it was easy and 
fast, and for my first coded game | looked to 
spend the least time possible doing the game 
art to dedicate the major part of my time 
learning Multimedia Fusion 2 to develop games. 


The game's difficulty level is really quite 
high, how hard is it balancing something 
like this? 
Well it was easy, | didn't look to get the levels 
increasing in difficulty again and again. | divided 
the 30 levels into Easy, Normal, Hard, Very 
Hard and Extreme, and for this reason you can 
finish one in 25 minutes and the next in 40, 
for example. 

The first nine levels go from Very Easy to a 
little tricky as you learn the basics. In ten to 20 
$a you will find Normal to Hard levels, 21 to 27 


s are Hard to Very Hard bevels and the three bas! 
IPC| Hideag ma plo eght Lr 


ones are Extreme. 
FRRRE-FRRRRRRRERRERE 
E rr al E F 


[PC] Health and safety issues in 
the workplace. 


Ninja Twins 


[PC] The way 
ofthe warrior. 


There are gameplay videos on 
the Internet and some unfinished 
wealothroughs, but robody seems to have 
finished the game. If | made the game 


frorealonidn sa med apperearoe dn Eoseghe 
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[PC] Wise words indeed. 


The idea was a mix of two Flash games 





again | wouldn't change my decision of creating 
very hard puzzles. 


Do any particularly good or bad moments 
from the development of NVinja Twins 
stand out for you? 

The good moments were when | had 
the first playable prototype with all 

the features running on PC and Flash, 
because | never imagined that | [would] 
learn to develop games in my life. 

And the bad moment was when a week 
trying to add some features proved impossible 
— all types of bugs and things working 
differently between Windows and Flash... 
There were times where | nearly left the game 
with only one or two elements or stopped 
working on it completely. 


And finally, can you tell our readers 
something about what you're working on in 
the immediate future? 

Right now |'m working on a game called 

No Time To Stop, an arcade platformer with 
some logic puzzles where the player is always 
moving. Your controls are jump, slide and 
shoot. If you think my previous game was hard, 
wait until you see this! 

The graphics are pixel art at 120x80 
resolution using a 16-colour palette and, after 
being scaled up eight times (to 960x640), | add 
shadows, lights and glow effects. 

The game is planned to be released when 
it's done on Windows, Mac, Linux, Android/ 
OS. tha OUYTA and probabh; the GarmeStck 
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STAR LETTER 
COLLECTOR'S CORNER 


are even those who buy games 

and never play them, which | find 
utterly baffling. | personally collect 
because | was quite poor growing 
up and was unable to play many 
games. lim now in a position where 
buying a SNES and classic games Is 
not an issue for me. | also play them 
with my ten year-old son and we 
regularly go car booting in the hope 
of finding some bargains. I'm sure 
there are plenty of readers out there 
with far more interesting stories 
than mine and I'd love to read 





Every month, one lucky reader 
will receive a copy of our 
latest eMag, Retro Gamer 
Load 3, a bargain if ever there 
was one. All you have to do 

Is present a lucid, thought- 
provoking piece of literature 
that melts our souls. Falling 
that, something funny with 
swear words, or something 
Strider-related will go 

down just as well... 


Dear Retro Gamer, 

Could you please do a feature on 
collecting retro games? | hang out 
on numerous retro forums and 

am always amazed at people's 
collections and the lengths they go 
to when building them. 

Some are simply trying to 
recapture their lost youth, others 
want to experience games they ve 
not yet played. I've seen some 
people who will think nothing of 
spending £500 on a single game, 





Great idea Stephen. Everyone 
on Retro Gamer has been 
obsessed with collecting at 
some point (some more than 
others) so this sounds like it 
could be a really interesting 
article. In the meantime, treat 


while others will happily wait two or 
three years for a game to appear at 
a price they're happy to pay. There 


E Fomthe forum 


2> www retrogamernet/forum 


Every month, Retro Gamer asks a question on the 
forum and prints the best replies. This month we 


wanted to know... 





Ive never really been into puzzle games 
that much untilrecent offerings like 
Puzzle Quest and Bejeweled Blitz pulled 
me in. 


Spacepatrol 

You can't do a feature on puzzle games 
without mentioning the granddaddy 

of them all- The Fool's Errand. Itis 25 
years old and | still love playing it now. 
Never did get to finish it! 


Soup Dragon 


In my humble opinion: Chu Chu Rocket. 


only like Tetris on the original Game 
Boy. Does anyone else suffer from this? 


Not retro, but Candy Crush Saga has 

to be mentioned. Probably no puzzle 
game since Tetris has had more 
mainstream impact. It seems everyone 
is playing it! 


| played a lot of Lemmings and Puzznic 
on my ST. E-Motion was good too, but 
not the best. Deflektor was a great 
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about them. 
Stephen James 


game. Let's also not forget 
Chip's Challenge. 


Black Ridge 


The most played games on my Neo 
Geo Pocket Color have to be Puzzle 
Link and Puyo Pop. Easy to pick up, but 
hard to put down sometimes! 


SonicTheHedgehog 


| Love Bust-A-Move 2 and Chu Chu 
Rocket. Tetris would be another. 


Pushover on the Amiga was an 
excellent game. Cool intro, rewarding 
gameplay and a (fairly) increasing 
difficulty level. It's a shame it did not 
spawn any sequels. Great puzzler. 


Has anyone mentioned Gunpey yet? 
Great series of WonderSwan puzzlers 
that eventually appeared on DS and 
PSP. Also loves me a bit of 

Magical Drop. 


Havantgottaclue 


| used to really enjoy Bombuzal on 
the C64. It was unusualin having a 
3D and 2D mode. 


yourself to an eMag for coming 
up with such a great idea. 


Dear Retro Gamer, 

| noticed that last month a reader was asking 
for coverage of Xbox games in your magazine. 
| would like to say that if this were to happen 

| would have no choice but to stop buying 
your magazine, as it would be clear that you 
have no Interest In retro. The Xbox Is not retro 
in any way and itamazes me that someone 
like Darran would even consider its inclusion. 
What next? The Xbox 360, PS Vita and Wii U? 
| buy Retro Gamer to read exclusively about 
8-bit home computers, and nothing else. If 
you start getting rid of 8-bit content in favour 
of modern rubbish then get ready to lose 

your readers. 

Ben Jacobs 


Hi Retro Gamer, 

| was really pleased to see Steven Perry's 
letter in your last issue and wanted him to 
know that he's not alone in wanting to see 
coverage of the Xbox. | am 27 years old and 
have a healthy interest in all aspects of retro 
gaming. | was an impressionable 15-year- 
old when Halo: Combat Evolved came out, 
which seems like forever ago now. I'm also 
interested in older games, particularly from 
the 16-bit generation, but ideally want to read 
about the games | enjoyed in my youth. I'd 
love to know how Halo was created and | 
think it would be a crying shame if you had to 
ignore these old (and they are old) consoles 
for fear of upsetting even older readers. 

Peter Thompson 


We've had a lot of readers talk about 
the Xbox generation, both via email and 
on our forums. As things progress we'll 
certainly start covering games from this 
era, but it will be minimal and balanced 
to the needs of the larger readership. If 
we ran a making of a game like Halo or 
Shadow Of The Colossus, it would be 
the only content from that generation 
to appear that issue. We're clearly 
getting to a stage where newver readers 
are younger readers, but we'll never 
abandon our core audience, which is 
fully entrenched in the 8 and 16-bit eras. 
We'll be sticking to Future Classics for 
the time being, but when change comes 
It will be one feature at a time. 





undecided about last-gen games. Let 
us know what you think online. 


Dear RG, 

| went to my local newsagents the other day 
and came across your magazine. Flicking 
through the pages idly, my initial interest 
soon turned into disgust as page after page 
my eyes surveyed the most profane images 
they had ever encountered, and | could not 
fathom why any videogaming magazine 


Don't forget to follow us online for all the latest retro updates 


E: RetroGamerUK B ORetroGamer Mag 


retro «e CONTACT US 





that youngsters could read would contain so 
much, well, utter filth is how | would have to 
deserbe it. Imagne my surprise wir, 500 
after, | rea zed that | had concesled a pormy 
mag within the pages of RG n order to steal 
E He vou, mea and my mates had such a 
good augh about ft afienvaras, 
Keep up the lovely work, 
Ashley J Preston. 


You do realize we're not 
Viz right? 


Dear Retro Gamer, 

I'm sorry to hear that Stuart Hunt is leaving 
Retro Gamer. He was a fan and supporter 

of the Tomb Raider franchise. Someone else 
needs to step forward for these simulation 
third-person shooter games including Indiana 
Jones and Half-Life. Stuart Hunt, thank you for 
listing Tomb Raider as your favourite game! 
John M Dilorio 


Thanks for the kind words about Stuart, 
John — we're sure he'll appreciate them. 
Unfortunately, you've now gone and 
made Darran all upset. In fact he's so 
upset he's now writing about himself in 
the third person. 


» [PC] Stuart may no longer be with 
us, but he did love Tomb Raider. 


Dear Retro Gamer, 

Will you be running a feature on the Ouya 
anytime soon? | am interested in buying the 
console purely for emulation use, but want 
to make sure that the emulation is spot on 
before | consider purchasing one. I'd also 
like to see Ouya reviews in the magazine as 
| think many of them look like classic games 
anyway. | love the idea of a homebrew 
console that can play classic games, so any 
coverage you can give it would be greatly 
appreciated, especially as I'm hearing lots of 
conflicting reports about it. 

Kindest regards, 

Greg Tucker 





» The Ouya certainly appears 
to be popular with readers, but 
where do you stand 
om emulador? 


Strider 


Press deadlines meant 
itwas too late to talk to 
anyone about Strider (more 
nextmonth). That hasn't 
stopped Darran from going 
absolutely crazy though, 
and he's already thoroughly 
dissected the seven minute 
gameplay video that's 
currently available. He's 
also bored everyone in 

the office by repeatedly 
telling them just how good 
the second level of Strider 
actually is. Apparently it's 
really, really good. 


THE UNES THHT GOT AWAY... 


Darran discusses the covers that didn't quite make it 
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Super Castlevania IVis a greatgame 

and we had some fantastic content 
onitcourtesy of John Szczepaniak. 
Unfortunately, the artwork of old games can 
be impossible to source, meaning you have 
to rely on scans instead. No matter how 
muchwe tried we couldn't getthis to work 
effectively, so we went with another option. 


Hi Greg, glad to hear you're interested 
in the Ouya. We will most likely do 
something on it in the future, as it does 
have a lot of decent emulators already 
available, but we don't have anything 
currently planned. 


Dear Retro Gamer, 

| am trying to remember a game | used 

to play around my friends house on his 
Spectrum back in the day. It was a platformer 
and looked lke Manic Miner and Jet Set 
Willy, but it didn't have the level variety and 

| remember many of the screens were very 
blue. | used to love playing It with my friend 
Mark though, because | was always better 
at it than he was. I'd love to play through it 
again, but | just can't remember what it's 
called. Any help you could give me would be 
greatly appreciated. 

Daniel Passey 


You're in luck Daniel, as we're pretty 
sure we know the game you're 
describing. We're extremely confident 
that you're referring to a game called 
Mr Freeze. It was released by Firebird in 
1984 and sees the titular character de- 
icing a giant freezer, which explains why 
all the levels are so blue. Hope it brings 
you fond memories. 





En PE het 
” EM vidio UA era 


= 


| Everyone likes Tetris right? We do too 
and feltitwould be the perfect game to 
represent our fantastic in-depth feature 
aboutthe puzzle genre. Wetried various 
types, including a monochromatic Game 
Boy version, but just couldn't get any of 
them quite right. 

















Special thanks to Mat Allen and Adrian Mitchellfor their Super Castlevania IV scans 
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Colecions= PE 
É pec Rd E á 











Revisit the games, films, shows and hardware that defined 
entertainment for a generation 


BUY YOUR COPY TODAY 


Print edition available at www.imagineshop.co.uk 
Digital edition available at www.greatdigitalmags.com 





Ei facebook. comvilmagineBookazines =] twittercom/Books Imagine 


| | ol E DT cr j 
Ti ad WE HRUE Fusr, SIGNED A 5 HEAR. M=[.1=/=) ram 
| ss | no IR goi rudes 
- É x” a 'VonDon' 5 OMNLO DEDICATED 


Nim al, "RETRO SAME STORE |5 MHERE,TO STARS! Pi usa 
NE: Sa 


a S 


a ISVIINVOONILIN/ a. 


= PR ML âmorE STOCh,THAN EUER BEFORE! 


| SHOPOQRETROGAMEBASE.CO.UK 





A) 
m 
come 
A) 
O) 
M 
> 
= 
m 
0) 
> 
A 
m 





«+ SINCLAIR ... COMMODORE ... ACORN ... 


AL 


To Hdvertise In 


10% 
0 F F “Tetrogc1” 


En Anthony bodsell 


on DleDe 586400 


arara nana. mutant-caterpiliarco.uk email: sales? mutant-caterpillarco.uk 
cbay: mutant-caterpillar ted: 01970 6iS441 


anthonu.godsellBimagine-publishing.co.uk «- AMSTRAD ... ATARI ... ANYTHING ELSE! 








«MOR SSCO 
ás CIA ILILOJUT CIAIMIE| SE q 


le we value your games 


-RAPID PAYMENT 
Pr sv, 
e 


a 


Re 


Veg nd 4  -TRUSTWORTHY 





- EM 


RGB SCART cable ' Features: ROB SCARTS a| 2 for: 
* Vast improv men nÊ > yer traditional RF « Sega Mega | Fi e. BR 2 
* Pixel clear RGB Videos. e SNK Neo Géo he 8 CD/CDZ 
* improved sou d quality * BBC Acofn Micro 
* No more tuf | ga e | a * Sinclain ZX Spectrum + 128k, +2 & 
é SCART TV É pb IR: 
E&S FM 
464. 
We also stock a wide range ofvideo | + Various ca de Jamma Superguns 
adapters incl iding SCART to BNC (Sigma, Pê 3, CMVS etc) 
break-out cablês pe OSCART to | Me 4 
Japanese 5 SCARl T conv Mer 4 Plus mafy more On our website 





www.retroga 





























































A 
PRINCE OF PERSIA 


» How many systems has Prince Of Persia now appeared 
on? We genuinely can t remember, but we re pretty sure 
that the number falls somewhere between five and 50, 
What we do know Is that the Sega CD version had an 
ending that put many of the other conversions to shame, 
mainly because it used Impressive animated cutscenes to 
tell the age-old story of boy meets girl 


















» After a dramatic sword fight the sultan 
finally gets what's coming to him — a 
sword right through his chest. Drenched 
in blood, our hero pulls off a dramatic 
pose, whilst wondering if he'lL ever get 
those bloodstains out of his new clothes. 
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» The pair run up to each other and engage in a fierce embrace. 
We've no idea why Bits Laboratory didnt use another cutscene 
here. Maybe it ran out of money making all the blood disappear 
from our hero's clothes in the previous scene. 


» Our hero looks up to see the princess, 
now free from her prison and moving 

to greet the young adventurer. While 
everyone gets caught up in the soppy 
drama, Bits Laboratory flips the continuity 
switch. Hey presto — clean clothes. 





» Às the princess approaches her saviour 
she's overcome with joy. Tears stream 
down her face when she happily realises 
that shes no longer going to have to 
worry about getting those hard to remove 
bloodstains out of his posh threads. 
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» The princess marries her rescuer and the kingdom rejoices, 
living happily ever after. Or, at least until the sequel. Possible budget 
cuts mean that Bits Laboratory treats us to another bland screen. 
Who could have known removing blood was so expensive? 
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